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“When you gaze into 
the abyss, the abyss 
also gazes into you.” 
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“The best looking ae 
game of all time.” 


NEXT GENERATION 
| a | your senses expanded 


“Take a look at the 
future of gaming.” 
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PC GAMER 


your fears unleashed 


“The most sophisticated 
3D engine...the best 3D 
architecture and the most 
realistic textures yet seen 
on the PC.” 


PC GAMES 


your reality altered... 
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*...Unbelievable...Unreal 
promises to truly raise the 


: forever 
bar for this game genre.” 


COMPUTER & NET PLAYER 
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“The world may never 
be the same after 
Unreal is unleashed.” 


Primed for Pentium 


CD-ROM Maximized for MMX” Technology 


Unreal™ ©1997 Epic Megagames, Inc. All Rights Reserved. Created by Epic Megagames, Inc. Published and distributed by GT Interactive Software Corp. Microsoft® and Windows® are registered trademarks of Microsoft Corporation. 
MMX™ and the MMX Logo™ are trademarks of Intel Corporation. All other trademarks are the property of their respective companies 
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| to higher terrain to 2 
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AlCTIVISION'S New CSC KILLER« 
- -Computer Gaming World co 


“REVOLUTIONARY © 
- FEATURES © 


Create yourownmaps www.activision.com 
and missions with the 
~ advanced construction kit. 
Create multiplayer alliances iis 
on the Internet by sharing Sd th etd bed 
resources, unitsand 
intelligence. Other features 


include gigantic playing : 
and navar.hetarc. Activision is a registered trademark and Dark Reign: The Future of War is 
maps and never before- a trademark of Activision, Inc. © 1997 Activision, Inc. All rights reserved. 


seen units. All other trademarks and trade names are the properties of their respective owners. 


See-the future this Spring. 


You've faced off against t Hs : g 


in PGA Tour... 
Teed-off on the [OWUGHESt COLIS 
with Links LS... 


Only British Open Championship Golf™ puts you right in 
the middle of the action in golf's greatest championship. 
Compete as one of eight featured pros against a full 
field of top professionals. Get advice from the first-ever 
fully interactive caddie. See and hear the crowd react to 
your every shot. Get play-by-play announcing from ABC’s™ 
Jim McKay. Battle Scotland’s infamous weather on photo- 
realistic 3D simulations of two of the world’s most 
challenging courses — 
The Old Course at St Andrews 
and Royal Troon. Any way you 
slice it (or hook it), no other 
game gives you the sheer 
adrenaline rush of real 
championship play like British 
Open Championship Golf. 
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*For a limited time owners of LinksLS™ PGA Tour® 96 and Microsoft™ Golf can get a $10 rebate with 
the purchase of British Open Championship Golf. Offer lasts until June 30, 1997. See package for details. 


Available in major retail outlets or order direct 1-800-360-7455 


LOOKING GLASS 


MIN 1 OcGtEsS. 100 Cambridge Park Drive, Suite 300, Cambridge, MA 02140 G is T i N T 0 T il t 0 D F N 


© 1997 Looking Glass Technologies, Inc. Licensor and the Software Product is distributed under the authorization of The Royal and Ancient Golf Club of St Andrews. The Old Course at St Andrews and Royal Troon Courses 
are used by permission of St Andrews Links Trust & Royal Troon Golf Club. The Open Championship Logo is used under license from “The Championship Committee Merchandising Ltd” 
All other trademarks and trade names are properties of their respective owners. All rights reserved. 
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The best just got better. Introducing Flight Unlimited II from 
Looking Glass. The most realistic flight experience ever in a PC simulation. 


FLY THROUGH A SKY FILLED WITH COMMERCIAL, CIVILIAN AND EXPERIENCE 25 HEART-POUNDING ADVENTURES, INCLUDING AT THE CONTROLS OF THIS DEHAVILLAND BEAVER SEAPLANE, 
MILITARY AIRCRAFT. REAL-TIME COMMUNICATION BETWEEN DODGING TWO F-16S WITH THE LICENSE TO KILL WHEN YOU YOU CAN TRY SOMETHING TOTALLY NEW IN A FLIGHT SIM— 
YOU AND AIR TRAFFIC CONTROL GETS YOU THROUGH THE JAM. VIOLATE RESTRICTED AIRSPACE. LAND ON WATER. 


Throw everything you know about flight sims right out the window. 
Because Flight Unlimited II takes the realism and thrill of simulated 
flying to a higher plane. Over 11,000 square miles of 
incredible Bay Area terrain accurately modeled for the 
most precise detail ever in a flight sim. The most 
advanced weather effects — rain, lightning, cross wind and more. Visual 
and instrument navigation. Six of the coolest civilian aircraft, including the 
legendary P-51D Mustang. Whether you're 
a high-flyin’ veteran or just getting off the “The richest, most 
ground, check out the sim that sets the detailed environment yet 
— a seen in a PC flight sim. 
standard once again. Flight Unlimited II Comite Garin World 
from Looking Glass...coming this summer. 


“The Real Deal” 


C/Net’s GameCenter 


>. ©1997 Looking Glass Technologies, Inc., Cambridge, MA. Flight Unlimited II and Looking Glass are trademarks of Looking Glass Technologies, Inc. All nights reserved. 
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eSlive.com 


PC Games’ Live Coverage 


IF YOU'RE SERIOUS 
ABOUT GAMING, 
YOU JUST THE ONLINE AND 


CAN'T MISS MULTIPLAYER GAME RESOURCE! 


BUH Cee) imebattlezone-pegames-com 


ULTIMA ONLINE 


oe eee 


Ultima Online’s makers promise you more than a game—they say 
they’ve got an amazing social community in the works. They may 
just be right, too. We have all the details you'll ever need. 


PC VS. CONSOLES 
The Ultimate Battle 


By Peter Olafson 


The question is in its second decade now, and still people wonder: 
Which is better for gaming, PCs or consoles? What is certain is that 

the PC has made some significant gains lately. Check out our take on 
the issue...and some comments from you folks, too. 


STRATEGY GUIDE 


MDK: The Complete Solution 
By Rob Smith 


This one’s a bitch to beat, but we’ve got the answers. Take our visual by 
walkthrough of the year’s best visual delight, and if you can use the ay 
hints, so much the better. 


INTERSTATE ‘76 P.118 ne, 


WHICH TO BUY? 


80 3D Video: What's Right for You 


By George T. Chronis 


You can’t really play today’s hottest games to their full potential 
without a 3D video card...but judging from the letters we get, it’s a 


confusing issue. This primer tells you exactly what you need to know. 
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Connecting Gamers to Games 
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e Continuing Story = 

94 Quake 2, Hexen Il —g 


98 MechWarrior 3, 
Flying Nightmares 2 


105 Redguard, 
Star Trek: First Contact 


REVIEWS 


OF THE MONTH Ee 
X-Wing vs. TIE Fighter 


Outlaws 
Redneck Rampage | 


Darklight Conflict ———, « 
Interstate ‘76 
Star Trek: Generations 
HeliCOPS 

Meat Puppet 

Blood, Reloaded 


Dissolution of Eternity, 
Perfect Weapon ————, 
Mae ADVENTURE 
136 Eve 
138 Sentient, Fable 
141 Shivers Two: Harvest of Souls 
Bryan _—— yy 
142 Moto Racer GP, Power F1 


145 Need for Speed Il 
146 Comanche 3 
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147 Net Warrior, 
Online Gaming Starter Kit 
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DEPARTMENTS 


EDITOR'S NOTE 


Steve Klett 

PC GAMES.EXE 
PC GAMES.COM 
INCOMING! 


GAMEWIRE 
Bandwidth crunches, Trek Quake, 
a Sierra slew, and much more. 


THE PLAYER 

Steve Klett 

The gorefests are getting to be a bit 
much, says The Player. 


THE OPPONENT 

Blade 

Online gaming good—chat bad, 
thinks Blade. 


THE MERCENARY 

Daniel Morris 

Our guest column kicks off with a 
startling fact: women do buy games. 


FACE-OFF 


Here’s the story...or do you even need one? 
Blade says no, Daniel Morris says yes. 


174 


STRATEGY & TACTICS 


Adventures in Cheatland continues 
this month with codes for Perfect 
Weapon, Red Alert: Counterstrike, 
Test Drive Off-Road, Redneck 
Rampage, Outlaws, I-76, HeliCOPS, 
and Die Hard Trilogy. 


210 


167 Last Express, Ten Pin Alley — 9 


170 The Space Bar, 
Versailles 1685 


171 Rally Championship, Gubble, 
The Divide: Enemies Within 


TECHNOBABBLE 


HARDWARE SPOTLIGHT 

Fast MMX machines (and a CD-ROM to 
match) rule the Hardware Spotlight roost 
this month. 


Patrick Marshall 
Honest answers to your toughest 
technical questions. 


PLAY THE DEMO ON 
PC GAMES.EXE CD-ROM 


SEE MORE ONLINE 
http://www.pcgames.com 


STEVE KLETT 


Long Hot Summer 


h, summertime. A time to enjoy the great outdoors, get a tan, go to the drive-in— 


certainly not a time to be inside playing computer games. Or is it? Typically, the 

summer is a slow period for the games industry, and while that may be the overall case 
again this year, a few hot releases from some major players are threatening to cut into gamers’ 
typical summer activities everywhere. 

The primary offender may well be Origin’s much-anticipated (and for very good reason, too) 
Ultima Online, which is, of course, the evolution of its hallmark RPG to the Internet—and this 
month’s cover story, page 50. 

Origin and Lord British look to be creating the closest thing to a virtual world yet, and the 
communal and social aspects of Ultima Online may change the way we look at online games 
in the future. Two hundred players at once—pretty much the current limit—may no longer be 
acceptable once Ultima Online comes out and lets 3,000 players into a game, all at the same time. 
But now, why would you need to go outside when you can go to a bar, meet women (well, char- 
acters who at least claim to be women), or go adventuring without ever leaving your PC? 

Then there’s LucasArts, which has been quiet for a while but is waking up of late in a big way, 
releasing the first-person Western adventure/shooter Outlaws and the extremely addictive X-Wing 
vs. TIE Fighter multiplayer furball-fest (see reviews on pages 111 and 106, respectively). 

Outlaws may not break any technical ground in terms of its game engine, but it has some 
qualities that are pretty unique to the action genre—namely, story, drama, and artistic taste. And 
X-Wing vs. TIE does the best job yet of putting you in the cockpit of a Star Wars fighter and 
really making you feel like you’re there. The graphics, sound, and music—combined with the 
multiplayer madness—provide an adrenaline rush that no other Star Wars game can match. 

Also, Lucas still has its ace up its sleeve—Jedi Knight, which may be out by the time you read 
this. What ever happened to the summer doldrums? I’ll tell you what: The Force eradicated them. 
That’s not all, either—there are plenty of other games heating up the summer season. Some, 
such as Diablo and Interstate ’76, may have been released earlier, but they continue to draw large 

gaming crowds—particularly online gamers—like blockbuster summer movies. 

Then there’s a little game called MDK....I won’t say anymore, except that you should check 
out Rob Smith’s definitive strategy guide to this amazing shoot-’em-up on page 72. 

I could go on and on, but the end result is that while there may be fewer releases this summer, 
many are top-notch games that will keep you glued to your computer for more hours than you'll 
care to admit. There go my plans for a summer tan... 

Oh yeah, I almost forgot: The entire PC Games staff is currently scouring the floor of the 
industry’s biggest party—er, trade show—E3 in Atlanta. Stay tuned to PC Games for all the 
skinny on the fall and holiday seasons’ big releases and hardware developments. 


Lion Kaa 


Steve Klett 
Editor in Chief 
Internet: sklett@pcgames.com 


PC Games (ISSN 1089-3695), Connecting Gamers to Games, is published 10 times per year for $18.00 a year (magazine only) by PC Games Publishing, 951 Mariner's 
Island Bivd., Ste. 700, San Mateo, CA 94404; (415) 349-7100; An IDG Company: The World's Leader In Information Services On Information Technology. The PC Games 
name and logo are trademarks of PC Games Publishing. Periodicals postage paid at San Mateo, CA, and at additional mailing offices. POSTMASTER: Send address 
changes to PC GAMES, PO. Box 59710, Boulder, CO 80828-9710. Change of Address: Please send old label and new address to PC GAMES, PO. Box 59710, Boulder, CO 
80328-9710. GST 131 304 347. Foreign and Canadian orders must be prepaid in U.S. dollars on a U.S. bank and must include $25/year additional for shipping (air delivery). 
No part of this publication may be printed or reproduced without written permission from the publisher. PC Games makes every effort to ensure the accuracy of articles 
published in the magazine and assumes no responsibility for damages as a result of errors or omissions. PRODUCED IN USA. 
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Beyond the world of Krondo 
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ABSORBING MYSTERY. 


INTERACT WITH TRAVERSE THE 
OVER 200 UNIQUE BREATHTAKINGLY 


CHARACTERS. IMMENSE 3D REALM. 


. Bell Stidd 3g 


FAMILIAR AND 
INTUITIVE INTERFACE 
TAKES YOU THROUGH 
A WORLD OF MYSTERY, 
INTRIGUE AND DANGER. 


CUSTOMIZE YOUR 
CHARACTERS’ 
SKILLS, POWERS AND 
ATTRIBUTES AS YoU 
UNRAVEL ANTARA’S 


ACTIVATE SPELLS 
AND OTHER UNIQUE 
WEAPONS. 
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: . A GOOD REST 1S 
Everedge 

Damage: 73 


Accuracy: 1856 - Enemy Defense 


CHECK YOUR ALL YOU NEED TO 
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SPELLS WITH 
THE ENHANCED 
SPELL-CASTING 
SYSTEM. 


BETRAYAL IN ANTARA™ IS HERE. A COMPLEX WORLD OF SORCERY AND 
VILLAINS, IT SURPASSES EVEN ITS PREDECESSOR, THE AWARD WINNING 


BETRAYAL AT KRONDOR®. 


NO OTHER ROLE-PLAYING GAME COMES CLOSE TO ANTARA’S ARTIFICIAL 
INTELLIGENCE AND ENGROSSING PLOT LINES. EXPERIENCE THE THRILLS, 


CHALLENGES AND DANGERS OF THIS ALL"“NEW FANTASY REALM. 


SEE YOUR LOCAL SOFTWARE DEALER OR CALL 1-800-757-7707. 
DOWNLOAD YOUR FREE DEMO AT: WWW.SIERRA.COM/ANTARA 


B E + R A 4 A L N 


ANG aA Re 


©1997 Sierra On-Line, Inc. © and/or ™ designate 


FROM THE MAKERS OF BETRAYAL AT KRONDOR® trademarks of oF leensed to Sierra On-Line, inc. 


Bellevue, WA 98007. All rights reserved. 
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ho wants to wade through pages of options to get to some great 
Oo o @ c 


demos? Not us—hence the creation of the easiest-to-use CD gamers 
could ever wish for. Just pop it in and you’re a mere two clicks away 


cll 


Demo of the Month . oe | 
Ultima IV (EXCLUSIVE FULL GAME) (Origin) PLEASE NOTE: The CD interface should run without problem using 


Windows 95’s Autoplay. Should you encounter any problems, simply double- 


from playing some of the latest, hottest game demos around. Enjoy! 


Games 

Aaron vs. Ruth (Mindscape) me : 
Ardennes Offensive (SSI) My Computer, right-click on the PC Games icon representing your CD-ROM 
Betrayal at Krondor (FULL GAME) (Sierra) drive, then locate and double-click setup.) This installs the files necessary to 
Blood Omen: Legacy of Kain (Activision) run the interface. If you encounter an error registering any file, simply click 
Darklight Conflict (Electronic Arts) on Ignore and the interface will run without problems. 


Deathmatch Maker (Virtus Corporation) G etti Tate St a 
F/A-18 Hornet 3.0 (Graphic Simulations) 


click on the setup file found in the root directory of the CD-ROM. (Click on 


F-22 Lightning II (NovaLogic) pi - aes — sien nae 4 

; ie Simply place the CD in your disc drive and Insert the CD in your disc drive. In Program 
Interstate “76 (Activision) : the interface will burst into life with the Manager, select the File menu and then Run. In the 
Katharsis (Metropolis Software) Autorun function. command-line box, type d:\pcgames.exe (where “d” 
Lose Your Marbles (SeqaSoft) is the letter of your disc drive). 


Marble Drop (Maxis) 

Meat Puppet (Playmates) 
1GZ (movie file) (Microsoft) 
Outlaws (LucasArts) 
Outpost 2 (Sierra) 


eas as 


Ten Pin Alley (ASC Games) 
Web Vengeance (SegaSoft) 


A, 
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X-COM: Apocalypse (MicroProse) 


Patches 
Battlecruiser 3000AD 


Interstate ‘76 
Jack Nicklaus 4 course 


Online Services 


AOL 

50-hour free trial 
Engage 
Rolemaster: Magestorm 
Virtual Pool 


TEN 
Big Red Racing Enabler 


Command and Conquer Enabler 
C&C: Red Alert Enabler 


Quake Enabler 

Mplayer 

Big Red Racing Enabler 
Command and Conquer Enabler 
C&C: Red Alert Enabler 

Quake Enabler 


o - PC Games §, 22" 
Online fk 


: http: iwww.pcgames.com fa 
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‘acd Ultima IV— 


hat an exclusive! Generally accepted as one. of the finest games of all time, Origin Systems’ Ultima IV 


carried this groundbreaking series to new heights. An incredibly complex, entertaining, and involving 


RPG, it may look dated by today’s high graphical standards (it was released back in 1985), but you can’t 
ignore the story being told as the Quest of the Avatar begins. 


It’s a fitting introduction to the intriguing world of Britannia, which opens its doors for further adventure with Th ra 
Ba 
dt abe sana pennant -erenmaneniaetae Multi-Player 
read all the instructions—we’ve even included a hint guide to get you delving into the secrets of Britannia. Isn’t it 
[ar : 8 oN a 
amazing how much great gaming could be packed into just 1 MB? O | ¢ 
g how much rea gang could be pack i nline Gaming 
| Re f _ 
| a 
Conference 
A: Attack—Attempt to engage thy foe with the weapon thou hast L: Locate position—Requires a special item. of th e Ye 2 al 
readied (Ready weapon command); must be followed by the direc- M: Mix Reagents—Prepare material components of spells for later & : S 


the upcoming release of the much-anticipated Ultima Online. Because it’s a DOS game (Windows 95 was but a 


pipe dream back in those days), some of the control functions may appear a little confusing. So take the time to 


tion of thy foe. use. Note: Thou must have reagents mixed ahead of time to cast any 
B: Board—Board a vessel or mount a horse. spells. When asked “Reagent:”, type the letter corresponding to the | September 15-17. 1997 
‘ : : ' r = 
C: Cast—Cast a magical spell; must be followed by the number of the reagents desired and then hit Ret when thou wishes to mix them. ee ge Pp Pe fic Hotel 
player who wishes to cast it (not needed in combat or in dungeon N: New order—Exchanges the position of two players indicated nCISCO an Pacinc rote 
rooms), and then the first letter of the desired spell. Note: All spells within thy party, except for player #1, for thou must lead the party. 


bess et —_— — — 0: Open door—Qpen a door in the direction indicated. ee ee ee eae, lL 
D: Descend—Climb down ladder to next level of dungeon or building. P: Peer at gem—Reauires a special item. -pvtesei et coasivied esrienenseublldeeeesietates 


Ch OBE Weave Saves 36 OR a 7s \'+ by 2001 to $16 billion from its 
to disk; thou may continue after this command or Z\N\ 

power down thy computer. current $127 million slice of 

R: Ready weapon—Eauip a player with the the market..?’ (aprii 1, 1997, Computer Retail Week) 
weapon of thy choice (if owned) for use in combat. ee hh ee ee ee 


S: Search—Search thy exact current location for 


unusual items. Get the facts that you need to grow the 


T: Talk—Allows a player to converse with mer- online component of your games. Meet the 
Sass chants or townsfolk in the direction indicated. players that will help you take advantage of 
U: Use—Use an item thou hast found during play the future of internet-based gaming. Attend 


by means of the Search command. 


MPG ‘97", The Multi-Player Online Gaming 


V: Volume—Toggles sound effects on or off. 
os Conference of the Year! 
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W: Wear armor—Outfits a player with the armor 
of thy choice if owned for defense in combat. 


Ultin v1 


John Taylor, President 
KESMAI CORPORATION 


Mike Moniz, President 
VR-1 

Paul Matteucci, President 
MPATH INTERACTIVE 


Jeff Leibowitz, President 
ENGAGE GAMES ONLINE 
Neil Harris, Executive Vice 
President SIMUTRONICS 


Dean Debiase, President And CEO 
IMAGINATION NETWORK 


Jon Grande, Product Planner and 
Executive Producer 

INTERNET GAMING 
ZONE,MICROSOFT CORPORATION 


X: Xit—{E)xit thy current form of transportation and 
continue on foot. 


Y: Yell—Yell “grddyup” or “whoa” to speed up or 
slow down thy horse. 


Z: Ztats—Displays the status and attributes of a se- 
lected player; if you press 0 instead of a player num- 
ber, this command will display the lists of weapons, 
armor, items, reagents, and mixtures. The left and 
right arrow keys will scroll through these lists, while pressing any 
other key will return thee to game play. 


Arrow keys: Control movement North/South/East/West. 


E: Enter—Go into such places as villages, towns, castles, dungeons, 
and shrines. 


F: Fire—Fire a ship's cannons (once thou hast Boarded); must be 
followed by a direction. Note: Broadsides only! 


G: Get Chest—Attempt to open (and disarm, if trapped) chest; 
must be followed by the number of the player who wishes to open 
the chest, except during combat and in dungeon rooms. Note: ‘Tis 
wisest to use the player with the highest Dexterity when examining 
potentially dangerous chests, as this lessens the chances of setting 


eatured Speakers Include 


The all-new interface is incredibly easy to navigate, and 


you shouldn't encounter any problems in accessing the 


off any traps. demos. If you do experience difficulties, please read the 

H: Hole up and camp—Set up camp to rest and recover from thy alla in the information box carefully. Should the 
wounds. Note: This command may only be used successfully with interface fail to run at all, make sure that you have run 
limited frequency, the setup file located in the root directory of the CD. 

I: Ignite a torch—Light a torch for illumination in dungeons. Requires lf that still doesn't resolve your problems, we can ac- 
a special item. cept technical support e-mails about problems relating 

» Ji had to the interfa t the demos themselves, which are : . 

J: Jimmy lock Use a magical key to unlock a sealed door. Must be o the | e (not the de | vem . whl , For more information, contact the 

followed by the direction of the door that thou dost wish to unlock. the responsibility of the respective publishers). Direct 


Technology & Infrastructure Group, 
an I|QPC Company, by phone at 
(800) 882-8684, fax (201) 256-0205, 


hela dated At oy ao sl 
= 13 homepage at http://www.iqpc.com 


K: Klimb—Climb up a ladder to the next level of a building or dungeon, these queries to ctou@pcgames.com. 
or to reach the surface from the topmost level of a dungeon. 


ow that Battlezone is 
finally up and running, 
I'd like to thank each and 
every one of you who’ve created 
your free accounts so far. The 
response has really been over- 
whelming. With that said, I’m 
here to tell you what we’re plan- 
ning for this month and later on 
down the line. 

For one thing, we’re holding 
a “Duke Forever Storyline” 
contest. If you consider yourself 
an imaginative individual, go on 
and tap into that creative energy 
and submit your version of the 
plotline of Duke Forever. If we 
select your story, you'll receive 
an autographed copy of Duke 
Nukem 3D. 

Also, remember in the last issue 
when I promised to have Ron 
Millar join in for a chat session? 
Well, I’m talking with Activision 
to get him to sit in with us on July 
10, so have your Dark Reign 
questions ready. 

As a side note, if you haven’t 
done so already, be sure and point 
your browser to www.e3live. 
com, and check out all the cover- 
age that PC Games—along with 
GamePro and the All Games 
Network—has put together. We 
really went all out to create a site 
where people could go for info on 
this year’s Electronic Entertain- 
ment Expo. 

Now, here’s a breakdown of 
what’s going on in the Battlezone 
site as we speak, as well as some 
info on what’s coming up down 
the road. 


Joe McCloud 
Assistant Online Editor 


Going On Right Now 
13 Interest Groups 11 Game/Company Channels 


V RealAudio/Video interview with John Romero, 
chairman/game designer, Ion Storm 


V Interview with Mike Gummelt, programmer for Hexen II 
VW Interstate ’76: “Speak and Be Heard” 

VY Quake: Vote for your favorite level 

V Submit your own Quake and Red Alert levels 


Around the Corner 
GAMES.COM] Chat with Sony Interactive senior game 
designers Kevin McCaan and John Smedley 


about their Internet-only title Armorgeddon 


Chat with Ron Millar, creative 
consultant for Activision's Dark Reign 


Chat with PC Games’ very own 
Steve “The Player” Klett 


TELE 


JOIN BATTLEZONE | 


aides PE ’ 
ATILECONE 
PET Roem ’ gan 
Abe BG dedi, Welcome tothe Hardener 


(Dia BATTLEZONE 


FREE CD-ROM demos | 


DUKE NUKEM © 


————— oe ee Sai i eng ove Toa wr yqry ‘ 


itt 


More Gaming Channels, including: © More Interest Groups, including: 


eStarcraft *Duke Forever 
*Unreal eHexen II 
eDaikatana ¢Dark Reign 


eQuake 2 
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¢Nintendo 64 
Sony PlayStation 
eSega Saturn 


, > hew | Peter Gabriel 
GT Interactive’s TigerSha rk 


= fi abt 3. ttamecti- 2 Bf — eae i = st. ; re ers — ‘ - 
TigerShark gives you SSPC <3 i Iz sistatat Rocker Peter Gabriel came out of the 
21st-century action Red Alert: — z studio to meet the press for the release 
under the seas in a Counterstrike : of his innovative new game, Eve, and 


hot-to-trot “subfoil.” Grand Slam PC Games was there. Check out 


We've also gotten our 


hands on Red Alert: Rebel Moon Rising 


Counterstrike, Grand 


PC Games.com for a sledgehammer of 
an interview about Eve, Gabriel’s views 
on multimedia and the Internet, and 


Slam, and Rebel Moon Rising. Find out what even his new album. 


we thought of ’em at www.pcgames.com. 


Coming in 
August: 
The Quake 


Resource 
Center 


Redline: 


Haven’t been following our firsthand look 


at the making of Accolade’s upcoming first- . : 
a ; Make this the first stop on 
person actioner Redline? Never fear: You 


your quest for Quake info 
can check out all the installments and some ‘ Q ; 


- and you can make it the 
extras on PC Games.com. _ 

last, too. PC Games is filling 
your Quake needs with 24/7 news, 
features, files, mods—the whole 


shootin’ match. Look for it at 


www.pcgames.com in August! 


Return to Krondor 
If you survived Betrayal at Krondor, you’re going to want more... 


and you'll get it with our first look at Return to Krondor. Go to www. Com puter Game 
pcegames.com for a longer, in-depth look at this much-awaited RPG. Developers 
Conference 


a - . 
trateay Guides; aeadehpahaeg 
QV i We don’t just tell you about it, we show it to you. 


PC Games hit the CGDC with a Sony HandiCam, 


Magic: The Gathering rar and we brought back interviews with the likes 
G-NOME of Ion Storm’s John Romero 


Romero—and Engage VP Cal Morrell. Plus, watch 


yes, that John 


ce raced the TEN Quake tourney (and decide for yourself if 
waited a long time 
for Magic: The © 
Gathering...and now 
you want to know © 
how to beat it, right? 
Well, PC Games gives 
you the answers at 


you could’ve won!). 


Www.pcgames.com. 


3 
# 


Meanwhile, if your 
tastes run more toward 
the futuristic HAWC 
combat of G-NOME, 
no problem: We'll also 
have G-NOME strategies galore. 
Come and get ’em! 
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Question of the Month: Great Games Revisited? 


Anybody remember Kareteka? Or Archon? How about Double Dragon, or Rise of the Dragon? Or 
those old text RPGs like The Hitchhiker’s Guide to the Galaxy? Yeah, we all remember our old favorites, 
and some of us still seek out those old floppy disks, or that old rusty computer, or an arcade with the old 
classics just to relive gaming’s golden oldies. But what if you could update those experiences with today’s 
technology—create a high-tech sequel to those games you can’t let go of, a la Zork: Nemesis or the 
upcoming Pitfall 3D? Which game would you update, and what would the new version be like? What 
kind of game would it be, and what would the story involve? Send us your concepts; best idea gets a 
cutting-edge PC Games T-shirt and a free game. Mail: Letters to the Editor, PC Games, 951 Mariner’s 
Island Blvd., San Mateo, CA 94404; fax: 415-349-7482; or e-mail: pcgamesletters.com. Please include 


your full name with all letters. 


First-Person Grows Up 


I’ve resisted the impulse to buy a first-person 


of other good Quake levels, or get the add-on 
packs, weapon add-ons, total conversions, Capture 
shoot-’em-up for a few years now, but the Flag, etc. (Right now, my 
Quake files take up 
327MB on my 
hard disk!) 
What do 


you get 


I will be buying Unreal, previewed in 
your May/June issue. My reasons: an 
intelligent storyline that clearly occu- 
pied the creator’s attention for 
more than 20 minutes, the 
lack of satanic imagery for 
seemingly no reason other 
than to serve a paper-thin 
plot, and the humanization 
of women (who I happen to 
like quite a bit) by not only 
not presenting them as 
strippers/breeding devices, 
but actually allowing them as 
player-characters. 

At last! Just what I’ve been waiting for: 


“Just what 


a twitch game that appeals to my 


intelligence as well! 
Andrew Ebert 
Via e-mail 


I've been waiting 
for: a twitch game 
We agree, Andrew—it’s nice to see a first- 

person shooter aiming for a good story; let’s that appeals to 


hope the Unreal team comes through here. 


For now, we suggest taking a look at Outlaws, 


= a 
my intelligence 
an intelligent shoot-’em-up that rewards smarts | 


as well!” 


and strategy. See our review on page 111.—Ed. 


Consoles? Pshaw! 

I just finished reading this month’s Face-off 
(May/June 1997) comparing Turok to Quake. 
Now, I’m not just going to keep saying the 
Nintendo 64 sucks, because sure, it has a few 
things to offer, but think: Quake ships with over 
30 levels, and you can find hundreds and hundreds 
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with Turok? Eight levels. Period. That’s it, with no 
possibility of add-ons. Can you tweak your 
configurations with the N64? Nope. You’re stuck 
with what you get: a plain old vanilla game. Quake 
itself wouldn’t be nearly as good without all the 
add-ons. 

As for Scary Larry’s description of Quake’s 
nailguns as “Little pea shooters that spit nails”: 
(1) They’re not pea shooters, you dimwit! 

(2) They are certainly more realistic than the 
weapons in Turok. I mean, come on, a nuke 
launcher? Give me a break! 

And you’d rather work at the post office than 
play a multiplayer game? Are you ashamed that 
your N64 can’t do that? Oh wait, I forgot—Super 
Mario Karts can support four players. Wow, so 
what? You can see where everyone is going! Then 
there’s Hexen64, with its four-player split-screen. 
Oh, that’s going to be fun—you can see where 
everyone 1s, plus you each get a five-inch viewing 
area! And Doom64—what was id thinking? 
Selling the name to Nintendo? “Oh, the new 
version has MIP mapping!” Now that makes it a 
WAY better game. 

Like Blade said, your N64 will soon be outdated 
and you'll have to buy a new one, while your PC 
will just be able to make a simple upgrade. And 
about taking hours to install a game? Wake up! 
Not true! Can you hop on the Net and download 
a shareware version of an N64 game to try it? No, 
you have to go and buy it or rent it! The N64 has a 

few things to offer, though, like...umm...sorry, go- 
ing to have to think for a while! 
P.S.—Larry, game of Turok? 
Oh, sorry, can’t do that. In that 
case, game of Quake? 
Adam Koebel 
Via e-mail 


Readers Rebut 

After reading Mr. Hyland’s “dressing down” of 
your fine mag (“Yellow Journalism?” Incoming! 
May/June 1997), I felt a little reader support was 
in order. I totally agree that a review should be 
more than just a listing of history behind the 
game, features, and bugs. It should be about the 
game’s feel...and the only way to show that is 
by getting opinionated. If more magazines 
would take a more highly opinionated view in 
reviewing software, letting readers know when 
a game is truly awful, maybe we would never 
see the kind of grossly inadequate “crap” that 
[Derek] Smart is trying to pawn off on us. 
Bravo, PC Games! 

Eric Stout 

Via e-mail 


Yellow journalism, gimme a break. Your 
review of Battlecruiser 3000AD was right 
on target. I returned it after the fourth patch 
failed to stop the game from crashing. 

Evan D. Baker 

Via e-mail 


See this month’s Game Wire section for news 


on the latest BC3K patch. —Ed. 


Don‘t Forget MercNet 
I’ve noticed that whenever your magazine 
discusses online gaming, MechWarrior 2: 


In the future, please give Mercenaries and 
MercNet the credit they deserve. 
“General Legion” 
legion@emails.com 
Consider it done, General —Ed. 
Commie Code 
Dear PC Games, 
We were kinda curious and kinda bored, so 
we translated all the Morse code that was at 
the bottom of the C&C: Red Alert field manual. 


Everyone tells us that we are the only people who 


Mercenaries’ free Internet play (MercNet) BattleTech (nbt3068.housesteiner.com), in which 


would ever do such a thing, so we figured we’d 


is strangely absent. Considering the large we battle other clans to take over territory in the send it in and find out. Do you know if anyone 


following this game has accumulated, | feel it has done one of these before? 


Inner Sphere. It’s a re-creation of the BattleTech 


should be noted alongside such masterpieces role-playing game, only online. It is just as involv- Clint Levijoki, 
as Quake (QuakeWorld) and C&C: Red Alert ing, if not more so, than any other online game. Logan Hilman, 
(Westwood Chat). All you need to play online through MercNet Jeff Young 


I am General Legion of the Death Scorpions is a computer suitable for running Mercenaries rayyoung@ccinet.ab.ca 


Merc Unit (www.geocities.com/TimesSquare/ (a high-end 486 or Pentium works fine) and a decent 


Alley/3029/). We play online via MercNet against modem (a 28.8 works well). To play Quake as well Er, can’t say we've received any other Red 


other units and clans. We’re in a league called Net as Mercenaries would require a faster computer. Alert-decode letters, guys, although we have 
heard about the giant ants, which have gone on 
to earn a place in the official Red Alert add-on, 


Counterstrike. We applaud your effort, and were 


Red Alert Manual Decoded 


Morse Code Translated by 
Clint Levijoki and Logan Hilman 
Transcribed by Clint Levijoki, Logan 


Hilman, and Jeff Young SG 


fascinated by the messages. Here, for the rest of 
SHOW FOMIC ACID LEVELS —ANTS ARE TEN FEET HIGH! WHAT'S 
THE HUMMING MEAN? 

**Ant radar. Watch out! 

—| HEAR SOME NOW! 

**Get out of there! 


Respond! Get out of there! 


our readers, is the second half of your translation 
(identical to the first half in all but form). Thanks 
—Fd. 


TO CINCPACOM 
PRIORITY SEVEN OUTGO for the submission. 
MESSAGE 

COMMANDER ALLIED 
HEADQUARTERS 

DECODE CRYPTO NORMAL 
“RED EAGLE PASSES HAWK" 


FOMIC ACID COMPLAINT ACCURATE 
ALSO FIND CRUSHED VERTEBRATE 
AND SLASHES ON HEAD 

AND FACE. TWO THOUSAND 
HEADLESS, NO BLEEDING 

RESPOND 


: Whoops 
DISPATCH ENDS In a heated, strategy-laying frenzy, we gave the 
ACTION—IGNORE, RESPOND? , ' 
wrong order number for Archimedean Dynasty 
IGNORE. USE DEEP COVER. 

ANTS THAT BIG NEVER HAPPENED. 


SYSTEM ALERT! 


and Settlers II: Gold Edition in our May/June issue. 
RED ALERT RED ALERT 

SOVIET FORCES SECTOR SEVEN 
BUILDING RUNWAYS 

ASSAULT UNITS DISPATCH ASAP 


The correct number for publisher Blue Byte 


TO CINCPACOM Software is 847-995-9951. 


-SAY AGAIN, FOMIC ACID! 
**Roger that, what is it? 
-ACID ANTS USE. 

**For what purpose? 
—KILLING, NEUTRALIZING. 
**Describe slash marks... 
-LIKE BIG KNIVES, CHECKING... 
TWELVE-INCH MARKS 

ON HEADLESS, SOME MARKS, 
SOME ACID. 

**Do you hear humming? 
—-NEGATIVE ON HUMMING. 
**Do you spot small hills? 
—AFFIRMATIVE, THEY AREN'T ON 
THE MAP. 

**How far is your location? 
-SIX CLICKS. 

**Investigate... 

—HOW? LOOKING FOR WHAT? 
**Giant ants. 

-LIKE SOME SCI-FI FLICK? 


**Serious, all areas. 
—GIANT ANTS, ROGER rHan' See 


**Use Raid, no joke! 


** Sectors report now! 
—Alpha sector negative. 
—Charlie sector negative. 
—Bravo sector none. 


MESSAGE 

COMMANDER HEADQUARTERS 
SEVEN 

DECODE CRYPTO 

“VULTURE SNACKS” 


Gamers SEEKING GAMERS 
Matt Alexander MattDoom28@aol.com 
Daniel Harata Juarez 249 
Ensenada, Baja California 
Mexico 
takayuki@telnor.net 
pat213@juno.com 
117 Oakhurst Terr. 
Calhoun, GA 30701 
Wonder1@juno.com 
3201 6th Ave. 
Sioux City, 1A 51106 
Magic.Man@USSE.com 
areyounuts@juno.com 
Darkmessiah@juno.com 


** Delta sector! 

** Delta sector, report! 
** All sectors tune Delta! 
—Confirm deaths. 


ALLIES LOSE VERDUN 

FORCES DESTROYED 

DISPATCH TROOPS ASAP 
RETRIEVE TANYA 

CRITICAL MOVEMENTS SPOTTED 
NW SAHX 

NUCLEAR WARHEADS DESTINED 


—RED ALERT! RED ALERT! 
—Giant ants spoored! 

** Identify sector. 

—Echo sector! 

** Number? Size? 
—Maybe one hundred. HUGE! 
** Fire at will! 
—Targeting...FIRE! 

—Oh God! | cannot! 

** Come in, Echo sector! 
<Echo sector dead> 

** Come in, Echo sector! 
<Echo sector dead> 


Daryl McClain 
Greg Payne 


Bill Rose 
WASHINGTON 


DELAYED STRIKE AX ZULU 
ADVISE ETA 


DETAILED CINPACCOM A. Stauber 


Jason Thornton 


% 


INVESTIGATE SUDDEN DEATHS 
FOURTEEN ALLIES TOXIC TESTS 


PRIORITY INCOMING: 


Looking to meet fellow gamers? Send us your full name, 
along with an e-mail address, postal address, or fax num- 
ber, and we'll do our best to fit you in to our ongoing list. 


July/August 1997 - PC GAMES 
19 


ae 
ughter, 


Bae Wand'the? st cow pokes|thi ‘si 
Bb So i, tay as\you mK a Te Wook 


“ie hte 
pe taslsipo as you yaar et a aes 
Lane tH a! corruptic 


+ OM, 


ay 
lof greed, | ‘an 


he | q yy ] j hs eee ir 8 : , . 


a rit le, a) your 10 rand “your | 


‘itp de hid # yet - Bry: hd f Hy i '' wi Hi oly hy i. 4 


oly sawed off tee 


sua We 


ih a hen 


rife 


cold- -bloo 


23 


ust ca ra ee finger it i i Supports to 


ar Actio ’ M4 1 sma ‘Teay 


% 


TS seen hs 


> 
nY 


AGES 13+ 
CONTENT RATED BY 
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“6 D shooter and. graphic adventure fang should 
‘be gy eae oe clean up when it 
, =PC Gamer, 


) This may be pais SD shooter: with recl plot...” 
Computer Sethe World oe 


“LucasArts seems to have stacked the gaming 
| deck in its favor..Outlaws appears to be yet 


a 
- ‘another winning hand.” -Computer Player 
ucasArts Entertainment a All Rights Reserved. Outlaws is.a trademark of LucasArts 
nt Company. The LucasAr§ logo isa registered trademark of Lucastilm Lid, used under authorization. www.lucasarts.com 
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CHALLENGE, 


eee 
1 Race Monster Truck Madness 


| si Laguna3D Graphics and 
You Could Win a Ford cqpuones. 


Race Monster Truck Madness with 
Laguna3D" accelerated graphics, 
and the action comes alive. And 
by entering the Monster 
& if \ JE - >. Truck Madness Tournament, 
Down & Dirty Racing! | you could win a new 1997 
Ford Explorer. Sign up at 
the Web Site and take some practice runs. Who knows, maybe 
you'll drive away a winner! For complete details visit: 


www.microsoft.com/games/monster 


To participate, you must own one of the following products featuring Laguna3D graphics 
and a retail copy of Microsoft Monster Truck Madness. 


CRe ATIVE 


-SOUNDBLASTER.C 


GrafixStar 550 Graphics Blaster 3D 


What Part of 
“Unlimited” 


CAME | 


Don’t You Understand? 


hen does “hogging bandwidth” apply to an 

online gamer? If you believe the PR depart- 

ments of major, national-level Internet 
service providers, it’s those folks who sign on and 
then never do anything but maintain a live connec- 
tion. But if you live in Canada, and subscribe to 
Netcom, hogging bandwidth can also mean that 


you're pouring hours into active gameplay. 


Playing too much Red Alert online 
could get you disconnected. 


According to a story broken by The New York 
Times, Netcom 1s testing a new policy that it may 
bring to the United States. Canadians who have 
signed up for Netcom Canada’s “unlimited” pay- 
ment plan could be in for a disturbing shock when 
they are abruptly disconnected with only a discreet 


warning message Just prior to their connections be- 


ing terminated. How can Netcom Canada get away 


with this? By pointing out a semantic loophole that 
would be the envy of even the U.S. government. 
Ronald J. Close, president of Netcom Canada, 
said in a statement that Netcom’s usage agreement 
refers to the plan as “unlimited access,” not “un- 


limited usage.” Translated, that means Netcom is 
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only obliged to provide 

unlimited dial-up access, not 

unlimited hours. B.S.? Maybe, 

but Close justifies the distinc- 

tion by pointing out that “a 

small percentage of members 
were eating up a majority of the network.” 

The larger question is whether this “limited 
usage” trend catches on. What would be the impli- 
cations for avid online gamers, especially those 
involved in games that require a great deal of time 
to become at all successful—games such as Studio 
3DO’s Meridian 59 or Origin’s Ultima Online? 
Bottom line: Netcom and other [SPs want to 
charge you more money for heavy usage and 
faster connections. 

So far, providers like America Online, The 
Microsoft Network, and AT&T Worldnet are still 
holding their ground and sticking to their flat-rate 
$19.95 “unlimited” guns, and are supplying their 


continued on page 25 


lon Storm 
lon Storm, John Romero’s 
new computer-game design 


company, has _ Officially 
announced the names of its 
first titles. Diakatana is an 
action/adventure game 
and Anachronox 
is a role-playing 
game, though 
both products 
will blur those 
genres, says the 
developer. 
Romero’s grand de- 
sign is to create new ti- 
tles that combine 3D 
action/adventure, role-play- 
ing, and strategy elements 
into a single game. 


Capcom Joins QSound 

Capcom and QSound Labs 
have teamed up to offer a 
combination of multimedia 
software and video games 
with real-time, interactive 3D 
audio technology. This 
agreement will involve the 
use of all of QSound’s cross- 
platform developer tools, 
including QMixer, the com- 
pany’s software audio mixer. 
Look for these audio en- 
hancements in upcoming PC 
and console games from 
Capcom. 


TEN Sees Green 
Total Entertainment Network 
(TEN) has raised more than 
$12 million in new invest- 
ment capital. The new funds 
will go toward further con- 
tent acquisition, technology 
upgrades and additions, and 
ongoing updates to the on- 
line-gaming service. TEN be- 
lieves these improvements 
will distance the service from 
its competition in the area of 
performance. 


The new Star 


you take the 


someone else 
Trek Quake = 


Seriously fun Quake mods 
continue to spawn. Andrew 
Wyllie has put together a grand 
deathmatch variation on Star 
Trek: The Next Generation, 
titled Star Trek: The Quake 
Simulation. Trek fans will appre- 
ciate the attention to detail, 
including crew uniforms. There 
are multiple decks to traverse and plenty of recognizable 
locations from the Enterprise, including the Bridge, Sickbay, 
the Transporter Room, and more. Players get around via 
turbolifts and transporters, but be sure to check out the 
readme file to get the special keyboard commands. Also, be 
warned: This is a massive level, so don’t play it with less 
than six people. NCC1701D.ZIP is a 1.5MB download, and 


you can get it from www.pegames.com. 


Deadlock Is Accolade’s E3 Star 
Although sports games such as Hardball 6 are Accolade’s 
trademark, Deadlock 2 is the title the publisher has cho- 
sen to be its main product at this year’s E3 trade show in 
Atlanta, Ga. The story takes place in a time following the 
battle for Gallius IV. Ancient artifacts have been found 
with clues to where the homeworld of the ancient species 
lies; players must gather their resources and hop between 
planets in a search for the long-lost prize. Victory by com- 
bat or by alliance are the favored strategies for completing 
the game. Deadlock 2 will feature 42 new scenarios, 14 
new building types, 13 new technologies, a new interface, 
and enhanced AI. There are also nine new units, including 
submarines, surface ships, and aircraft, and the game will 
support LAN, modem, and Internet multiplayer games. 


Deadlock 2 will ship for Win 95 systems by Christmas. 


wy | | Ty | 
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World-hopping is the order of the day in Deadlock 2. 
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Trek: TNG mod 
for Quake lets 


Bridge—until | 
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ionos Deals a Piece 
of the Action 
Can a publisher that cuts its developers in 
on 50 percent of the action make it in the 
cold, hard world of computer games? That 
notion is the operating technique of 5-month-old ionos. 
The publisher hopes to draw more talented young design 
teams with “the 
next big thing” in 
PC games. 1onos 
has just announced 
Nebula Fighter, its 
second release. 
Developed by 
Holodream, 
Nebula Fighter is 
an old-fashioned 
side-scroller with 
3D visuals that 
supports two play- 
ers In cooperative 
mode. According 
to 1onos, the game 
features an ex- 
tended strategy 
element necessary 
to combat the 


often sneaky and 


capable AI. Expect 
Nebula Fighter 


sometime in October. 


Swedes Nail Finns 

In Quake Tourney 
Could Quake soon rival that other football sport (read: 
soccer) in worldwide competition? A bunch of Swedes 
and Finns decided to go international in a recent one- 
hour tourney that ended with a final tally of 2,338 total 
frags. The inspiration for the match was the arrival of 
id’s new 32-player Quake server. The leader of Swedish 
clan BLI challenged the top Finnish Quaker, Perkele, to 
gather 15 players for the match, and the battle was 
joined. The Swedish players carried the day with 1,437 


frags compared to Finland’s 901. 


Five-month-old ionos has already 
shipped its first title, a simulation 
game called Zapitalism Deluxe. 


| POWERGRABS 


Goodbye GZ, Hello Ignite 
Following its merger with Inscape, the multimedia 
home of Bob Dylan’s Highway 61 Revisited and 
the Prince CD-ROM ‘has been. napalmed away in a 
corporate restructuring that dissolves the Graphix 
Zone name and many of the publisher’s music and 
reference product lines. The company’s new image 
will be built around games and the name Ignite, 
Inc. “We assessed our assets and:decided to concen- 
trate on a core product strategy of PC games and 
branded game titles,” says vice president of market- 
ing Robert Sebastian. According to Sebastian, 
Graphix Zone hasn’t had a real hit in years, at least 
not since Highway 61. “Wheel of Fortune and 
Jeopardy! are the only titles out of that catalog that 
sell like crazy today,” he says. “We'll continue with 
those through the length of our license. As for the 
future, we’re well-capitalized and intend to 
develop new games in house and pick up 
others for distribution. Inscape will continue to 
release its own products under its own label, 
but everything else will carry 


the Ignite logo.” 


Sierra 

Knows Jack 
Better Now 

In a very quiet buyout, Sierra On- 


Line’s parent, CUC, has acquired 


expanding You 
Don’t Know Jack 
franchise is now 
part of the Sierra 
universe. 


Berkeley Systems for an undisclosed 
amount. According to a Sierra 


spokeswoman, the deal was made 


specifically to gain control of 


Berkeley’s popular You Don’t Know Jack franchise. 
Berkeley will continue to operate as a separate divi- 
sion out of its Northern California facilities, and its 
products will carry the Berkeley logo. The Sierra 


logo will be added to the boxes as well, however. 


Disney, Rocket Science 
Hit With Shrinker 


The computer-game industry continues to contract, 
as Disney Interactive laid off 21 percent of its 425- 
person work force, plus an undisclosed number of 
contract developers. Disney decided to downsize 
because it wants to cut down on the number of 
games it makes for teenagers and concentrate on 
the 3- through 12-year-old crowd. Disney intends 
to use more outside development partners for its 
upcoming properties, such as the animated film 
Hercules. 
However, even 
one of Disney’s 
most successful 
partners, Pixar, 
which developed 
the Toy Story 


games and 


Rocket Jockey 


movie, has 
pulled out of game designing as well. 
Meanwhile, at Rocket Science, the company 
behind Obsidian and Rocket Jockey, all of the 
development staff have been laid off. Rocket 
Science was most recently aligned with SegaSoft 
in a major publishing deal, but apparently the 
companies had a falling out, leading to Rocket 


Science’s current predicament. —George T: Chronis 


“Unlimited,” continued from page 23 


customers with all the access and usage they can 


three percent of the users are the ones that are 


possibly handle. The Concentric Network, how- 
ever, 1s beginning to try something else. Along with 
its $19.95 “unlimited access” plan, it’s also offering 
customers a $39.95 “unlimited access” plan. 
Confused? Why would you pay more for the 
same thing, you ask? Scott Eagle, president of 
marketing for Concentric, says, “Subscribers of this 
new plan will be guaranteed priority access to the 
network without ever getting a busy signal, and a 
jump right to the top of the queue when calling 
customer support.” Just what online gamers 
want to hear—paying more for the satisfactory 
performance they need to play games online. 


Eagle says unlimited access is different from 


taking advantage, creating all the busy signals. For 


that three percent, we will offer a professional plan 


that allows them to stay on as long as they want.” 
Whatever ISPs have in mind for online hogs, it 

seems apparent that a change is coming in the 

not-so-distant future. In fact, Kristen Kappos, 

vice president of corporate communications at 


EarthLink Network, says that although the 


company’s business model allows it to stay at a flat 


rate of $19.95, “premium service offerings” may 
be coming in the future. This could certainly be 
the case if local telephone companies are successful 
in their efforts to have state governments impose 


special Net access surcharges on ISPs. 


—Joe McCloud 
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unlimited usage: “It’s not fair to subscribers when 
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Microsoft Feels the Force 
Now that LucasArts is bringing multiplayer 


options to the Dark Forces universe in Jedi Knight, 
you might have expected the guardians of the 
Force to go it alone by setting up their own online 
servers a la Westwood and Blizzard. Wrong. 
“What’s the advantage of setting up your own 
server network?” says LucasArts president Jack 
Sorensen. “Instead of devoting enormous resources 
to setting it all up, we’d rather make games.” 
Instead of going the rebel route, LucasArts is align- 
ing itself with the Imperial online troops of 
Microsoft’s Internet Gaming Zone. Under the deal, 
the Zone becomes LucasArts’ preferred host for its 
new Internet-capable games. The first game to go 
live under the agreement is Outlaws, to be fol- 
lowed shortly after by X-Wing vs. TIE Fighter, Jedi 
Knight, and Rebellion. To keep the focus on 
LucasArts, gamers will reach the games via a 
branded launch area called Rebel HQ at www.re 
belhq.com. In addition to lobbies and chat rooms, 
the site will also feature game and Internet FAQs. 


Total Entertainment 
Network Upgrade 
The Total Entertainment Network has updated its 
service software to version 1.2. Along with what 
you’re already familiar with, TEN 1.2 adds e-mail, a 


Web browser, a finder to locate players who are on- 


The Al in 
Carmageddon is 
pretty aggressive, 
so expect cars 
you’ve attacked to 
come gunning for 
you later. 


“viel 


Watch Out for 
That Cow 
Interstate *76 may be getting all the car- 
crash attention lately, but Interplay will 
soon release a game called Carmaggedon that’s 
closer to Twisted Metal than The Dukes of 
Hazzard. If you like the idea of running into pedes- 


(GP hi of. HQ 


WELCOME 


Want to play Jedi Knight online? Rebel HQ 


is where you have to go. 


line, and the ability to talk to other users. A TEN 
representative says the software update is meant to 
enhance gamer interaction on the service 
and make it more attractive to a main- 
stream audience. TEN currently has 
just under 30,000 subscribers, but 

the service hopes those numbers will 
increase with the added feature set. : 
Also, TEN plans toadd NASCAR, 
Racing 2 to its slew of games some- 
time next month, which the company 
expects to help draw a larger audience to 


the service. 


Cable You, Cable Me 


Forrester Research just completed a study 
indicating that speedy cable modems, which 
could significantly improve Internet gameplay, will 
be much more available by the year 2001. If 
Forrester’s projections come true, the number of U.S. 
households with cable modems will grow from 
20,000 today to 7 million in 2001. The research 
house expects 500,000 in 1998, 1.75 million in 
1999, and 3.5 million in 2000. Those numbers 


trians and cows as well as 
cars—and being rewarded for 
it—then Carmageddon is for 
you. Although PC Games hasn’t 
seen the game in its SVGA 
mode, even in low-res, it’s obvi- 
ous that the car and level 
designs are a whacked-out 
joy. Vehicles sport everything 
from spikes to armored 
rams, not to mention the 
usual assortment of machine 
guns and rockets. Whether 
your alter ego demands a 
police car or a pimp’s low 
rider, you're in luck: they’re both here. Expect 
Carmageddon later this summer; it will support up 


to six players via LAN or the Internet. 


July/August 1997 « PC GAMES 
26 


may appear optimistic, but Forrester bases 
them on how fast cable providers are rebuild- 
ing their networks. For example, 25 percent of 
TCI’s network is two-way capable; by 2000, it 
should be 50 percent. By contrast, 50 percent 
of Time Warner Cable and Continental Cable- 
vision networks are two-way today, while 100 
percent should be in 2000. Most other 
‘. National providers have similar 
schedules for adding cable mo- 
dem service. Such service usu- 
ally costs between $35 and 
$100 today and delivers speeds 
of 2MB per second. By contrast, 
ISDN transfers data at 128Kbps, 
more than 15 times slower than ca- 
ble modems. 


Show Us the Money! 
Forget Westwood Chat: digitalNATION in 


Alexandria, Va., is offering a $500 cash purse to the 


best Red Alert player who participates in the 
monthly tournaments at www.campbadass.com. 
Webmaster Jason Korzen says his boss hopes to 
increase the dollar value of the prize as other 


continued on page 30 


Battlecruiser 3000 
gets some bug spray. 


BCSK Patch 
No. 5 

For those of you who 

haven’t been following the Battlecruiser 3000 AD 


debacle, the ambitious space strategy game has 
been plagued with two premature releases that led 
to a ton of near-fatal bugs that substantially 
crippled gameplay. Close to 200 bugs have been 
slain in patch version 1.01 C5, and developer 
Derek Smart says the game has been optimized 
substantially. Anyone who has version 1.00 in its 
U.S. or UK release can get the update on this 
month’s PC Games.exe demo disc, or at 
www.bce3000ad.com. The C5 patch also updates 
installations that were updated with the earlier 
v.1.00 C4 patch. 


—George T. Chronis 


- COVERT OPS 


| continued from page 23 


second, plus give gamers the option of AC-3 or 
Dolby Digital surround sound. 

_ Access’ prior interactive mysteries, Under A 
Killing Moon and The Pandora Directive, com- 
bined considerable FMV with traditional search- 
and-retrieve gameplay based on the exploits of 
gumshoe Tex Murphy. Pawn, directed by Adrian 
Carr, features a cast that includes Michael York 
(Logan’s Run, Zeppelin), and will take Tex back 
to one of his first, most deadly cases. 

Other then being one of the first games to use 
DVD technology, Pawn does- 
n’t appear to be bringing 
anything new to the puzzle- 
based gaming table. In fact, 
at 30 to 40 hours, the 
amount of gameplay will be 
about half that of Pandora 
Directive. Part of the reason 
_ is that Pawn needs to be 
finished in time to be in- 
cluded with a special bundle 
of titles shipping with new 
PCs later this fall, and even 
with DVD’s storage capacity, 
Pawn’s full-screen, 16-bit FMV will fill up all 
4.7GB of space on one disc. According to Chris 
Jones, executive vice president at Access (and 
incidentally, the man who plays Tex), DVD's 
superior video and audio will help interactive 
games hold their own with other entertainment 
mediums. Whether Pawn will meet that chal- 
lenge remains to be seen. 


Rollerball, Finally 

MGM Interactive hasn’t been standing still. The 
division will release some new Win 95 games by 
the end of this year and has plans for a fifth in 
early 1998. Most interesting of the bunch is 
Rollerball, developed by Stormfront Studios and 
based on the cult science-fiction 
classic from 1975. Expect to 
-manage teams of players on 
inline skates and jet bikes. LAN 
and two-person multiplayer. 
modes will be available when the 
game arrives late this year. 

Around the same time, 
MGM will release Silent 
Software’s Return Fire I, which 
features a larger selection of air, 
land, and naval units than the 
original. Meanwhile, Big Grub 


Having escaped aliens in 
The Pandora Directive, Tex 
Murphy returns this fall on 

DVD-ROM in Poisoned Pawn. 


Skies is SegaSoft’s all-3Dfx 
fantasy game. 


is developing next year’s Maximum Gauge, a 
space-age RPG about a commando, a four- 
armed dwarf, a female cyborg, and a metal- 
encased brain on a mission to track down 
stolen weapons. 


SegaSoft Gets Hot 

In case you haven't heard, SegaSoft wants to be 

on top of the heap where online gaming is con- 

cerned. The publisher has already spent millions 

on its HEAT game network infrastructure, and 
has just revealed details of 
the first games to take full 
advantage of the service. 
The most notable is the 
online-only 10Six, which is 
a vague reference to 1 mil- 
lion Internet gamers. 
That’s right—SegaSoft is 
shooting for 1 million peo- 


The idea behind 10Six is 
that a rogue planet enters 
the solar system, setting 
off a land grab not seen 
since Oklahoma in the 19th century. Each 
player is given a parcel of territory to build up 
and defend. The kicker is that the game contin- 
ues 24 hours a day whether you’re around or 
not. Unless players install automatic defenses or 
get help from a friend, their camp is toast. The 
gameplay is a cross between Red Alert and 
Duke Nukem 3D. Look for 10Six around | 
Christmas. : 

Early next year, SegaSoft will release 
Vigilance, a first-person action game that boasts 
some truly outstanding 3D features even without 
accelerator cards, although the company plans to 


enhance the game for “three 3D cards,” and 
may use Direct3D as well. Early demos already — 


show off impres- 
sive realism in 
light sources and 
curved geometry. 
Playing as part 
of a special 
__ forces peace- 

keeping force, up 

to four people 
can take part in 
the same mis- 
sions, with possi- 


bly as many as 
continued on page 30 
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ple playing simultaneously. — 


Wide variety of 


fighting moves and 


Dazzling rapid-fire 


combos 


angles and Powerful 


sound ettects 


Multiple camera 


One or two-player 


modes including 


network support 


Another victori¢ 
product from ~ 


b‘heivja(r) 


is A 
A 
7 


Behaviour Interactive 


To find out where to buy 


Time Warriors, 


call 1-888-438-2556 


THE POWERVR REVOLUTIONARIES 


IRTERVIEW 


IS one oF the most Recognized Figures oF the 
PowerVR™ Revolution. A conFrontationalist, she has grown tired oF the old 
3D Order. With passion and anger, LARA has been relentlessly Fanning the 
FIAMES OF REVOlUtIONARY JUStICe FOR gamers AROUNd the world. 


WELCOME TO THE MOVEMENT. 
APPARENTLY, DISCOVERING ANCIENT 
TOMBS HAS FAILED TO SATISFY THE 
RADICAL HUNGERS THAT GNAW AT 
YOUR SOUL? 

My first passion will always be 
exploring ancient civilizations. But when | 
realized gamers were being kept down by 
inferior 3D technology, | went balistic. 


I’m busting my arse to get gamers the 3D 
experience they deserve. 


SO THE BLAND 3D EXPERIENCE WAS 
BOUND TO PRODUCE A REVOLT? 


L: Absolutely. But this is an armed struggle, 
love. And the weapon is not the Colt .45 in 
my hand. It’s the PowerVR 3D technology that 
will topple the bloody awful 3D experience. 


ARE YOU SAYING EVERYTHING ABOUT 
CONVENTIONAL 3D TECHNOLOGIES 
DESERVES TO PERISH—SHOVED OF F 
TO THE ASH HEAP OF OBSOLESCENCE? 
L: Bloody right, mate. Gamers want 3D 
technology that liberates their experience. Like 


higher resolution. Higher frame rates. Effects 
that take them as close to reality as you can get. 


LIBERATION SEEMS TO BE A CENTRAL 
THEME DRIVING THE MOVEMENT. 

L: Look, if | could escape the suffocating arrogance 
of snooty British society, gamers could overthrow 


the forces trying to smash the PowerVR resistance. 
That's what pumps adrenaline through my body. 


It is your right, 


ase venacrive Shin ik is I 
WHEEEEE. 


©1997 NEC Electronics 


Demand PowerVR Ready HARGWARE and OAMES, 


Menwr 


1h n 
GATEVAY2000 


UM, DON’T TAKE THIS THE WRONG 
WAY LARA, BUT THAT'S SOME BODY, 
L: Actually, you should see it at 800x600 


resolution. | think youd dig my aerial flips with 
realistic shadows. 


ARE EXCITING, TURBULENT TIMES. 
GAMERS AND GAME DEVELOPERS 
SEEM TO BE GETTING SWEPT UP IN 
THE PROMISE OF POWERVR, 


L: That’s right. Our freedom fighters are 
developing games right now that are 
PowerVR Ready. Eidos, Kalisto, Shiny, Sega 
Entertainment, FASA, Activision, Core Design, 
Gremlin. All feverishly churning out PowerVR 
Ready titles, including my next adventure, 
Tomb Raider 2. 


WOULD YOU SAY THE MOVEMENT IS 
OBSESSED WITH POWER? 


L: Of course, you twit. Frankly, we're not 
stopping until we have profoundly altered 3D 
reality for all gamers. And we will! Because we 
have finally seized the ultimate apparatus of 
real 5D power. 


THE POWERVR TECHNOLOGY? 

L: Yes. And with it, there will be no obstacles 
that can stand in the way of the mission 

of the PowerVR revolution: to produce the 
most realistic game experience imaginable. 
Now bugger off, I’ve got a battle to fight. 


— WWW.poweRve.comn 
$00-366-9782 


NEC 


Inc. PowerVR & PowerVR logo are trademarks of VideoLogic Ltd. Tomb Raider ©™ 1996, Core Design Ltd. ©® 1996, Eidos Interactive Ltd. Lara Croft and her likeness are trademarks of Eidos, Plc. All rights reserved. All other trademarks and logos are the property of their respective holders. 
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MechWarrior 3 , 


POWERVR 


_GameWire 
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continued from page 26 


sponsors join in. Tournament rules and informa- 
tion on the rating system are posted at the site. 


we, le 
BRE PE 


A $500 prize goes to the winner of 
a new Red Alert tournament. 


Chessmaster Hits 
55,000 Downloads 
Headland Digital Media, the folks formerly 

known as Mindscape Online 
Publishing, reports that 
Chessmaster Online has clocked 
more than 55,000 downloads 
since last October. The chess 
game features chat, exporting 
of saved games, and “whisper” 


Chessmaster channels so observers can com- 


Online ment on games in progress. 


Microsoft Hosting 
A Monster Tournament 
Microsoft is inviting Monster Truck Madness 
fans who use a graphics board with the Cirrus 
Logic Laguna 3D chipset to play in a summer 
tournament that 
will deliver a Ford 
Explorer to the 
best driver. Online 
racers can post 
their track scores 
through September, 
and the best times 
Microsoft and Cirrus Logic (RWUUASROne 
want you online. termine finalists. 
Video boards that 
use the Laguna 3D chipset include Creative’s 
Graphics Blaster 3D and VideoLogic’s 
GrafixStar 550. For more information, go to 
www.microsoft.com/games/monster. 


—George T. Chronis and Joe McCloud 
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X-COM: APOCALYPSE 


the mast addictive [Land still good for you) 
wat the crap out of ahens” strategy game 


www.microprose.com 


Avaitable on PC CO-ROM. Visit your focal retader or call: I-Be@e-BS3S-GAME day or night tis. and canror) 


© 1997 Micr6Prose. Softwa 


YOU THOUGHT PMS WAS A 


This isometric shooter is going to 
blow you away...Meat Puppet takes the 
top-down action shooter to the next level. 4/7 


—C/NET GAMECENTER.COM 


%* 


: z Created by Kronos Digital Entertainment, Inc. © 1997 Kronos Digital 
Entertainment, Inc. All rights reserved. Artwork and design © 1997 Playmates 
Interactive Entertainment, Inc. PIE” is a registered trademark of Playmates 
Interactive Entertainment Inc. All rights reserved. 
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Lotos Abstraction. A beautiful woman with a keen mind and a 
big gun, living in a destroyed 21st century. Someone has taken 
her memory and her freedom. Now she must kill or be killed, 
while trying to find whoever or whatever is controlling her. 


e 300 fully interactive rooms throughout a unique, stacked playing environment. 


e Climb your way through different levels from the streets all the way to the top 
of the city. | 


e 29 dangerous characiers, six massive cities, and 22,000 frames of animation. 
e Outstanding futuristic graphics and a stunning cinematic opening. 


http:/(www.playmatestoys.com : 


nmOM Os. 


DIGITAL ENTERTAINMENT INC 


PC CD-ROM 


——————— OER hry 


HeegatAeion 


' be o a r As 


vaya ~ on™ 
f ] 


i aw t 


} 
, 


NEC has 
updated its 
PowerPlayer 
game Pentiums 
to MIMX. 


NEC Adds to the Power 


A lot of you must be buying them, because NEC has just 
released the third generation of its game-tweaked MMX 
systems. Although P166s are getting a little old in the 
tooth for computer gaming, NEC is offering its 
PowerPlayer 3010 at that speed. Then there’s the 3020, a 
200MHz machine. Both come with a 16X IDE CD- 
ROM drive, 32MB of RAM, 256K of L2 cache, an ATI 
3D Rage video card with 2MB of memory, and 
Diamond’s Monster 3D accelerator with the 3Dfx chip. 
The systems don’t stint on sound, with bundled AWE32 
cards and 50-watt Advent speaker systems. Also in the 
package are a 33.6 modem, a ThrustMaster Top Gun 
joystick, twin Microsoft SideWinder gamepads, and a 
three-button Logitech Mouseman mouse. The game 
bundle includes Pod, Descent II: 
Destination Quarzton, VR 


Soccer, and TEN online soft- 
ware. The 3020 will set you claim to fame. 


back $2,599; the 3010 is $2,299. 


AMD Wants In 
Your Game 


Machine 
Gamers interested in Pentium 


Pro performance will soon see a 
wealth of low-cost systems based on 
AMD’s new 32-bit K6 proces- 

sor. Originally developed as the Nx686 

by NexGen before AMD purchased that 

company last year, the K6 fits into the same Socket 7 
processor slots used by to- 
day’s Pentiums. The 
Pentium Pro’s 64-bit foot- 
print uses a much larger 
socket, which requires a 
unique and more expensive 
motherboard. AMD hopes 


to give computer-makers 


AMD is challenging 
Intel for control of 
the low-cost 
Pentium market. 


the opportunity to use ex- 
isting parts and designs in 
creating super-fast systems. 
Like the Pentium Pro, the K6 uses RISC technology to 
speed processing through simpler operations. Initial 
reports indicate that a 233MHz K6 is as fast as a 


True 3D audio is the 
Monster Sound’s big 


200MHz Pentium Pro. If retailers buy in bulk, the 
233MHz K6 costs around $60 less than a 200MHz 
Pentium Pro chip The K6 also has its own version of 
MMxX on hand, whereas the Pentium Pro does not. 
Intel’s successor to the Pentium Pro, the Pentium II, 
should be shipping as you read this, and will have 
MMx. As Intel phases out the Pentium processor, AMD 
hopes to convince computer-makers to use the K6 as a 
replacement 
rather than 
the Pentium 
II. AMD also 
offers 
200MHz and 
166MHz 
versions of 
the K6 for 
lower-cost 


Panasonic is releasing a 
screaming-fast 24X drive. 


systems. 


Warp-Speed 24X 
CD-ROM Drives 
That’s right, we said 24X. Panasonic’s LK- 
MC686BP is a 24X EIDE/ATAPI drive and the LK- 
MC606BP is a 24X SCSI-2 model. 
That translates into maximum 
transfer rates of 4,104KB per 
second, and an average seek 
time between 85msec and 
100msec. Still not enough 
to run a game solely from 
the CD, but it should 
measurably decrease installation 
times. The LK-MC686BP will set you back 
$199, and the LK-MC606BP goes for $209. Both carry 


a two-year warranty. 


3D Audio for the Masses 
After months of teasing gamers and the game press, 
Diamond is finally shipping its Monster Sound audio 
accelerator. Using technology developed by Aureal, the 
Monster Sound PCI board is designed to work with 
Microsoft’s new DirectSound3D audio API to deliver true 
channel separation. Most sound cards on the market 
actually use a trick called spatialization to make 
computer audio sound like it’s 3D. Since it’s a PCI card, 
the Monster Sound is capable of moving many more 
streams more swiftly than slower ISA sound cards. It also 
includes a high-speed joystick port to lessen CPU over- 
head, and quad-speaker outputs. The Monster Sound 


accelerator should street at $199. _ —George T. Chronis 
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Connecting 


By Daniel Morris 


CA 


Kee 


Currently Available: 

Any |PX-compatible game (Big Red 
Racing, Command & Conquer, 
Deadlock, Descent, Descent II, Diablo, Duke Nukem 30, 
Master of Orion Il, MechWarrior 2: Mercenaries, NetMech, 
Su-27 Flanker, Warcraft !I, you name it) 

Exclusives: 

None 

Upcoming: 

Kall works with most new games that are 
IPX-compatible 

Rates: $20 one-time fee 


Subscribers: 100,000 


Currently Available: 
Any IPX-compatible game 


Exclusives: 
None 


Upcoming: 
Kahn works with most new games that are 
IPX-compatible 


Rates: $15 one-time fee 
Subscribers: Not available 


It’s 3. a.m. and you’re too dizzy to deathmatch but too 
wired to collapse on your bunk? Try pillaging these 
game sites on the Web. We liked ’em, and we think you 


will, too. If you have any favorites, drop us a note at 


pcgamesletters@pcgames.com 


Blues News 
www.bluesnews.com 

Braindead’s Quake Page 
www.rz.uni-frankfurt.de/~brunken/ 
quake/qhome.htm 

The Cistern 
www.escape.ca/~lloyd/tomb 

Diablo Katz Clan 
www.digitalmall.net/katz 

Duke Nukem 3D Home Page 
Wwww.naz.com/personal/jxurt/index1.htm 

Games Domain 
www.gamesdomain.com 

Games Place 
www.melis.com/gamesplace 

GameZZZZ 
www.angelfire.com/ri/rickslinks 

House Steiner 
www.housesteiner.com 

Inferno 
www.innercite.com/~mjones 

Invincible Descent Links 
www.KoolBear.com/Descent 


Gaming Services 


(ING 


www.gamesoniine.com 


Currently Available: 
Billboard Live Music Trivia, 
Castles Il, Darkness Falls, Descent Online, 
Rolemaster: Magestorm, Splatterball, Virtual Pool, 
Warcraft Il: Tides of Darkness 


Exclusives: 
Warcraft Il: Tides of Darkness 


Upcoming: 
Battlechess 4000, Dragon Dice, Rolemaster: 
Bladelands, Shattered Steel 


Rates: $1.95/hr. with ads, $2.50/hr. ad-free 
Subscribers: Not available 


www.mplayer.com 


Currently Available: 
Battleship, Big Red Racing, 
C&C, C&C: Red Alert, 
Deadlock, MechWarrior 2, 
Panzer General, Quake, Risk, Scarab, Terminal 
Velocity, Warcraft, War Wind 


Exclusives: 
Q-Ball 


Upcoming: 
Chaos Overlords, Havoc, Monopoly, SimCity 2000, 
Star General 


Rates: Free; Mplayer Plus: $29.95/yr. for access to 
special online tournaments and sponsored events 


Subscribers: Over 20,000 paying subscribers 


www.dwango.com 


Currently Available: 
Big Red Racing, Descent II, 
Doom, Doom Il, Final Doom, 
Ultimate Doom, Duke Nukem 
3D shareware, Heretic, Hexen, MechWarrior, 
Strife, Terminal Velocity, Warcraft 


| DWANGO™ 


Exclusives: 
None 


Upcoming: 
Not available 


Rates: $7.95/mo., $19/10 hrs., $34/20 hrs., 
$59/40 hrs. (5 free hours at sign-up) 


Subscribers: Not available 


Kyle Harmon’s C 
www.zymurgy.org/~kyle 
Out-Post 17 
www.gfalls.wednet.edu/~jbowen/starcraft 
Ozone Games 
www.mydesktop.com/game 
Planet Quake 
www.planetquake.com 
Playzone 
www.angelfire.com/pa/MaxBabin/index.htm 
Redwood’s Quake Page 
http://redwood.com 
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GAMEWIRE 


http://zone.com 


Currently Available: 
Backgammon, Bridge, 
Checkers, Chess, Close 
Combat, Golf 3.0, Hearts, Hellbender, Monster 
Truck Madness, Outlaws, Reversi, Spades, 
X-Wing vs. TIE Fighter 


Exclusives: 
Microsoft/LucasArts titles 


Upcoming: 
They're not saying, but we'd guess Jedi Knight 


Rates: Free 
Subscribers: Not available 


www.ten.net 


Currently Available: 
C&C, C&C: Red Alert, 
Dark Sun: Crimson Sands, 
Deadlock, Diablo, Duke 
Nukem 3D and Atomic Edition, Master of Orion Il, 
Necrodome, Panzer General, Quake, Terminal 
Velocity, Warcraft 


Exclusives: 
Dark Sun: Crimson Sands, Duke Nukem 3D 


Upcoming: 

Big Red Racing, Blood, CivNet, Confirmed Kill, 
EF2000, Falcon 4.0, Jagged Alliance: Deadly 
Games, NASCAR Racing 2, Prey, Shadow Warrior, 
SimCity 2000, Top Gun, Total Mayhem 


Rates: Flat rate: $19.95/mo.; Hourly rate: $9.95/5 
hrs. per mo., $1.95/each addtl. hr. 


Subscribers: 30,000 


Wvww.ariesgames.com 


Currently Available: 
Air Warrior, Air Warrior Il, 
Classic Card Games, Harpoon Online, Legends of 
Kesmai, Multiplayer BattleTech: Solaris, Online 
Casino, Stellar Emperor 


Exclusives: 
Jack Nicklaus 4 


Upcoming: 
Jack Nicklaus 4 


Rates: No extra charge through AOL and 
CompuServe 


Subscribers: Over 100,000 through 
AOL/CompuServe 


RPG-Net 
http://stealth.nethosting.com 

Shadows 
www.starwars.com 


Stomped 
www.stomped.com 
Unreal News Network 
http://unn.gamedemo.com 
Web RPG 


www.webrpg.com 


688(1) Hunter/Killer’ We Build Sims By The Book and Electronic Arts are trademarks or registered trademarks of Electronic Arts. Jane's® is a registered trademark of Jane’s Information 
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D. ane’s Combat Simulations is an Electronics Arts: Brand. 
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STEVE KLETT 


“Making an excessively gory 
game is merely the laziest way 
for developers to appeal to the 
lowest common denominator 
and make a quick buck.” 


All Blood, No Guts 


arning: This column contains references to violence, gore, and sexual 
content in games. If you feel you’re not mature enough to read 
responsibly, stop now and seek the guidance of a responsible adult. 
Note to Parents: The above-mentioned references to said controversial ma- 
terial are not gratuitous—The Player is actually being (gasp!) serious for once— 
and it actually is safe to let younger minds read this column. In fact, with a 
little of your help, they may actually get something out of it. 
Warning to Regular Readers of The Player: The following attempt at a 
somewhat moral stance may come as a shock. 


Okay, The Player’s attorneys have 
advised him that he’s covered all his 
warning-label bases, and can get 
on with the show... 

The Player is old enough 
to understand that there’s a 
fundamental difference 
between gibbing some- 
one with a quad rocket- 
launcher from 
point-blank range in a 
game and actually 
pulling a trigger on a 
human being (or any 
living thing, for that 
matter) in real life. 

That said, it’s been easy for him to 
dismiss the outrageous claims of parents, senators, and vice presidents’ wives 
about the destructive effects of video games, computer games, music—in short, 
virtually any form of multimedia entertainment. 

However, over the last few months, several little alarming pieces of evidence 
have surfaced that haven’t reversed The Player’s views on violence and sexual 
content in games, but have at least made him think. 

It’s taken a while, but he’s beginning to think that game developers are 
indeed going way overboard with violence and gore in games—and one devel- 
oper in particular is way over the line in its treatment of women. For the sake 
of fairness, The Player’s not going to name any of the “offending” games; 
everyone knows them by now. 

Developers aren’t going too far with violence and non-PC behavior in games 
by including them in a given title—The Player will never say that. Like movies 
and books, computer entertainment software developers should have the right 
to include whatever subject matter they like. We don’t have to play the games, 
just like we don’t have to read a particular book or go to a certain movie. 

Where developers—and more to the point, publishers—are missing the 
point is in making violence-for-the-sake-of-violence the driving force in their 
games and marketing campaigns. 


It used to be that a strong story sold an adventure game, or that compelling 
gameplay or new advances in graphics and game engines sold action games. 
Now it seems that developers are focusing on out-goring each other, rather 
than out-developing each other, and games like I-76, Outlaws, and MDK are 
becoming too few and far between. 

Games don’t have to be graphically violent to make an impact on a player. 
Take 1-76’s subtle slump on the horn when you waste a driver with your 
pistol, Outlaws’ story and challenge, or MDK’s humorous treatment of its | 
excessive violence. Making an excessively gory game is merely the laziest way 


for developers to appeal to the lowest 


common denominator and make 
a quick buck. 

The suits responsible 
for ensuring that games 
bring in a healthy profit 
are all too happy to use 
the gore factor as the 
primary selling point 
for a new game. 

And it’s working— 
and will continue to 
work until we let them 

know we want some- 
thing different. 
Take the example of a certain 

exceedingly “bloody” title out now with an 
exceedingly bloody ad campaign. In fairness to the developer and distributor, 
they’re only catering to what they think we as gamers want in a game—and 
they may be right. Either way, a title built on old technology and adding little 
new to the gaming world, other than excessive blood-splattering and bodies _ 
that pile up in a deathmatch, is getting a strong following. 

Another upcoming first-person shooter, still in beta, offers a big advance- 
ment to the gaming world—not an unparalleled game engine, Al, or story, but 
the ability to shoot individual limbs off enemies. Shoot a baddie in the arm, 
and it flies off, leaving a splintered bone and spurting arterial spray in its wake. 

Is this all the advancement left in the action-gaming world—new ways to 
eviscerate opponents? 

The Player hopes not, and would caution developers against vying to be the 
Camel cigarette company of the game industry, enticing younger gamers with 
the “glamour” of gore. Because if they continue to do so, without offering ad- 
vances in story, technology, and gameplay, they will eventually lose their audi- 
ence. Right now, lots o’ gore may be enough, but sooner or later, merely coming 
up with new splatter won't be sufficient to sell a game. It gets old in a hurry. 
The Player welcomes contemplative and responsible constructive criticism at 
ThePlayer@pcgames.com. 


July/August 1997 « PC GAMES 


38 


~ Welcome to 


the new landscape 
of War. 


CAVEDOG ENTERTAINMENT ~ 
PRESENTS... 


Blast the opposition into smokir 
Ae? _ fragments, leaving the world” 
scattered with burnt out wreckage. 


& 
* 


~The New Landscape Of War 


In a distant part of the Galaxy, the Core and the 
Arm continue a thousand year battle over long 
forgotten ideals, destroying everything in their path... 


TOTAL ANNIHILATION is a real-time war game 
featuring true 3D terrain and run-time generated 
3D units. Tanks drive up and over hills, tilting 
and rocking with each bump in the landscape and 
impact with enemy weapons. Battle on diverse 
landscapes, including lava worlds, ice planets, 
desert valleys, alien tundra, towering mountain 
peaks and vast island-dotted oceans. Build 
defenses high in the hills for a better view and 
a better shot. Giant Bertha cannons pound the 
enemy from across the world. Planes bank and 
dive in intense air-to-air combat. Amphibious 
tanks drive into and dive under water for surprise 
attacks. Download new reinforcements from the 
web and swarm the enemy with hundreds of 
ever evolving units. 
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TOTAL ANNIHILATION’S 3D landscape is a revolution 
that demands deeper strategy and generates 
more realistic game play. Mobilize your forces and 
experience the new landscape of war! 
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www.cavedog.com 


©1997 Humongous Entertainment, Inc. All rights reserved. Created and Published by Cavedog Entertainment, 
a division of Humongous Entertainment, Inc. Distributed by GT Interactive Software Corp. 
RATING PENDING Cavedog Entertainment™ and Total Annihilation™ are trademarks of Humongous [ReerutOEGh 
Entertainment, Inc. GT™ is a trademark and the GT Logo® is a registered trademark of GT 
Interactive Software Corp. Microsoft® and Windows® are registered trademarks of Microsoft 
Corporation. All other trademarks are the property of their respective companies. [eee J 
Microsoft 
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cover for surprise invasions. 


Control Ae 
the high ground. iS ee 


Bombard the e : 
the safety o 


3D tanks ‘move smoothly : 
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‘move into position. 
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Over 150 units BLE Full complement of land, a Extensive multi-player support 
and 50 missions. —")i)2a air and sea units. wae including ‘Watch and Join modes’. 
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ILLUSTRATION B 


Int OPPONENT 


“The Opponent is still far from 
convinced that the social 
element of online gaming 
communities is working. Why? 
Because they’re plagued by a 
bunch of screamin’ Idiots.” 


There s Just No Need for That 


he Opponent has been lurking around the online services since they 

started beta-testing some months ago. In that time, he’s seen them 

develop, change, change back, adjust and, most importantly, improve 
vastly. As a terminal cynic, he felt from the beginning that the social-interac- 


tion angle of online gaming—this whole “community of gamers” thing— 


needed to prove itself. Is a vibrant, dynamic “hangout” something that would 


appeal to the majority? This juror is still on the fence. 
Several months later, The Opponent is still far from convinced that the 


social element of being in a community of gamers is working. The reason for 


this is tragically simple: The online 
gaming communities are plagued by 
a bunch of screamin’ great Idiots. 

Just watching the chat room mes- 
sages scroll up the screen is something 
of a spectator sport in itself. People 
are constantly popping in and out of 
central chat rooms, into game rooms, 
into games, back out; the whole idea 
is that there will, at some point, be 
chatting between the dueling parties. 
This presents problems right off the 
bat: Throw people together in what is 
essentially an aggressive pursuit (be it 
straight-up gibfests or more cultured 
but equally destructive strategy-game 
onslaughts), and the testosterone lev- 
els rise. With this comes potentially 
irrational behavior and language. 

“Netiquette” is a disappointing 
word to have added to our language, 
on the grounds that it assumes a dif- 
ference in behavior acceptance levels 
from the standards perpetuated by our wonderful society. Why do we need to 
mention netiquette? Why can’t we just assume that people populating these 
services will be under the same guidelines for acceptable behavior as they 
would if they were talking to these people face to face? 

The Opponent blames the nickname, the nom de plume, the alter ego. For 
those who want to be foul-mouthed, wise-ass intimidators, all level of respon- 
sibility for their actions is removed. Okay, the services can kick out persistent 
offenders, but how often does that really happen? Not nearly enough. 
Individuals can mute the unruly and vulgar, but why should well-meaning, en- 
thusiastic gamers, there for a chat and a game, have to deal with these cretins? 

This is not to condone any censorship by the services, but a greater degree 
of checking into the comments passing through the groups would be a good 


start, with whispered warnings to offenders and then removal from the system 
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should they ignore these warnings. Nobody else needs to be brought into the 
removal; it can all be done in the background of the main chat, allowing the 
majority to get on with their fun stuff and not allowing The Idiot his 15 
minutes of tarnished fame. 

It would be easy to accept bad behavior as just a symptom of a greater 
social problem, as kids in particular show little or no respect for the views, 
wishes, and concerns of those around them. One parent, enjoying a quick 
chat and a Quake deathmatch on TEN while the kids were in bed, suggested 
to an ignorant punk spewing various foul-mouthed statements that he ought 
to stop. This guy had no personal 
problem with profanity, “but my kids 
often use this service and | don’t want 
them seeing this kind of stuff.” The 
response? Due to good taste, it can’t 
be printed. 

For me, that Idiot should have 
been kicked out instantly. No 
excuses. No appeals. No nothing. 
Everyone in there would have 
been overjoyed. 

Banter between combatants is 
great fun, even when it’s of the simple 
“vou suck” variety. When followed 
by a jovial comment, and possibly a 
hint on how not to suck so bad next 
time, the chat becomes far more en- 
tertaining and useful and creates a 
genuinely friendly atmosphere. 

All this is not to say that the 
online services are wracked with a 
behavior problem. They aren’t, and 
The Opponent has enjoyed countless 
illuminating chats with fellow gamers. But there does seem to be at least one 
Idiot in every chat room he’s been in. The point is for those Idiots out there 
(you know who you are) to be more responsible. Certainly things can get 
frustrating when connections fail, lag ruins your score, or you simply get 
schooled by a better player, but as with the rest of life in a civilized commu- 
nity, there are more suitable alternatives to a torrent of foul-mouthed abuse, 
and you're more likely to get help for your problems if you ask politely. 

Finally, in an open message to the entire online community, those with 
Caps Lock permanently on: STOP SHOUTING! 


The Opponent can be found having pleasant conversations with those who 
aren't Idiots on all the online services under the nom de plume PCG_Blade. 


Direct comments to blade@pcgames.com. 


Land, Air & Sea Combat... 
That Spans the Globe! 
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% All 


Welcome to the Pacific, one of World 


War II’s most magnificent battlefields. 
Welcome also, to PACIFIC GENERAL, — gaz, 


one of the world’s most magnificent strategy games! 
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Built around a significantly modified 5-Star SERIES” 
game engine, PACIFIC GENERAL features a newly 
created naval combat model for high-seas realism. 
Campaigns and scenarios playable as Japanese 
US” 39 Y-d  . . or American forces. True head-to-head play 
HAMS J2N3NL2I via modem or network. And an all-inclusive 
eum = Battle Generator that goes beyond war in the 
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Developed by 


Hexen II © 1997 Raven Software Corporation. All Rights Reserved. Id Software Code contained within Hexen II™ © 1996 Id Software, Inc. Alll Rights Reserved. Developed by Raven Software Corporation. 
Published by Id Software, Inc. Distributed by Activision, Inc., under sublicense. Hexen II™ is a trademark of Raven Software Corporation. The Id Software name is a trademark of Id Software, Inc. The Id 
Software logo is a registered trademark of Id Software, Inc. Activision® is a registered trademark of Activision, Inc. All other trademarks and trade names are the properties of their respective owners. 
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Eidolonalives. As the Necromancer, the Assassin, 
Possess distinct spells, powers and weapons. With experience, gain levels, “fee | A | 
more hit points and certain abilities that apply to your specific 7" vn the Crusader or the Paladin. you must defeat the 
character class, such as increased speed, firepower and jump distance. se, . 
Dark Generals and their Hell-spawned legions ~ 
before you can face the archfiend and attempt to 
end his ravenous onslaught. 
Lose yourself in lightning storms, blowing leaves, : ; . 
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Bludgeon your way through four demon-infested worlds — Medieval, 


Egyptian, Mesoamerican and Roman. Smash stained-glass 
windows, collapse structural beams, pulverize trees and shatter egos. Comin gf his Summer on Windows’ 9 2: s 
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arlin Perkins—you remember, the Mutual 

of Omaha nature-show guy—never 

chased as rare or elusive a creature as a 
woman in the games section of a computer store. 
Right? Isn’t the phenomenon rare enough that it 
warrants comment when it happens? 

“Hey, is that a girl looking at the games?” 

“Yeah...you know what? It is! She must be 
checking out Myst.” 

The preceding is just more of the hyperbole that 
a recent study by the Interactive Digital 
Software Association will hopefully help 
dispel, thanks to the availability of statistics 
that show women play a much larger role 
in influencing the purchase of PC games 
than was ever previously acknowledged. 

According to the survey, conducted last 
year on behalf of a wide consortium of ma- 
jor software companies that includes gaming 
giants, women influence nearly half of all PC 
game purchases. In fact, about 40 percent of 
actual game purchases are made by females. 
And a title that went completely unnoticed 
by any gaming magazine—Mattel’s Barbie 
Fashion Designer—beat out a raft of A-List 
games for a coveted spot as one of the 10 
best-selling CD-ROMs of 1996. 

How could this be? Surely we’d know 
if women were a driving force in the decision 
to buy half of all games sold. Right? 

Don’t bet the farm on it. We’re as shocked by 
the figures as the game publishers are. And why 
shouldn’t we be? 

So dead set are we in the boys’-club mentality 
that we’ve neglected some basic facts. Namely, 
women like to have fun, too. Hell, they even like to 
play Quake (as a visit to the Web sites of the Net’s 
several all-female clans will attest). Women go to 
the movies. Women buy records. Women read. In 
short, women like to be entertained. Is this such a 
groundbreaking notion? 

Well, when it comes to PC gaming, the 
answer Is yes. 

Games are for guys; more specifically, the A-List 
games released each month are heavily male-ori- 


ented, with marketing drives aimed specifically at 


Daniel Morris 


the XY chromosome pair. Women are the butt of 
frequent jokes in game advertising, but rarely the 
intended audience. 

This condescension seeps into the games them- 
selves—which wouldn’t matter, perhaps, except 
that people in the gaming industry then cry on each 
other’s shoulders because games haven’t broken 
through as a mainstream form of mass entertain- 
ment. Could the juvenile attitude toward half of the 


mainstream audience have anything to do with this? 


The rule is to relegate women to 


embarrassingly marginal roles in games. 
They are generally: 
(1) Computerized readout voices. 
(2) Asian martial artists. 
(3) Murder victims. 
(4) Poker sluts. 
(5) Alien breeding stock. 

An important note: The industry’s mistake is 
not exclusion. It is lack of inclusion. 

This isn’t about larger societal contexts; it’s 
about the cold, hard dollar. By neglecting half the 
populace’s desire to be entertained, the gaming in- 
dustry is flushing a ton of money away. Companies 
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lf more women are buying 
games, why are most games 
still aimed at men? PC Games’ 
own Daniel Morris kicks off our 
new guest column with a look 
at this neglected audience. 


orld 


argue that the principal, hardcore audience of 
college-aged young studs will doom to commercial 
failure any game that may interest women. 

The film, music, and publishing industries 
show us that it doesn’t have to be that way. Many 
motion pictures succeed quite marvelously at the 
box office by appealing expressly to women. (Add 
revenue from guys dragged along on dates—is 
there room for “date” games as well as date 
movies? Well, why not? I spent 70 bucks on my 
last dinner date.) Quality female-oriented fiction is 
a consistent part of the bestseller list, often 
at the very top. 

Ditto with TV. Ditto with albums. 

Women have as much disposable leisure 
time—and cash—as men, and 
have proved again and 
again that they’re happy to 

spend it on entertainment 

geared to their tastes. 
The new trend in female 
lead characters is ostensibly 
a step in the right direc- 
tion, but so far, it’s hardly 
cause for enthusiasm. Sure, 

Lara Croft is a gal, but she’s character- 

ized primarily by the plentiful pair she packs 
(and we ain’t talking about Uzis). 

Finally, let’s ask the question that makes mince- 
meat out of the “no market for women” theory: In 
all honesty, has it ever really been tried? I’m talking 
about a major-league, A-List marketing push for a 
game designed with both guys and gals in mind. 

The answer is no—and yet Barbie Fashion 
Designer was one of the best-selling software 
titles of the year. Snicker all you want, but the 
wise publisher would do well to acknowledge that 
females are willing to buy products designed with 
them in mind; and that includes Mom, and 
College Student, and Little Girl with her dolls. 
Barbie may not be the embodiment of a women’s 
revolution in gaming, but she will likely be re- 
membered as the vanguard. 

Let’s hope so. There’s a lot of fun yet to be had, 
and a lot of money yet to be made. As long as 
those two factors exist, the wait shouldn’t be long. 


Who Wants Some Wang? 


‘More levels than a Tokyo skyscraper = Hand to face 


Shadow Warrior is here. Lo Wang. 
#1 Assassin. #1 Yakuza abuser. 
#1 Freak fragger. #1 Mutant mutilator. 


#1 reason to be scared of the dark. 


#1 Son-of-a-Hitch. So say Sayonara to 


Satie 


all the Ninja wannabes that have gone 


a 


before and put on your combat sandals... 


Lo Wang is coming to the Land of the 
Rising Sun to turn out the lights. 


Shadow Warrior. The Zen is 


going to hit the fan. 


“There’s no doubt that Shadow UWarrior 


cremates the competition.” 
hameSlice Weekly 
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Fog, multi-colored lighting, transparent More hi-jinks, Lo-lWang speak, and 8-Player Wangbang (deathmatch), fo-Dp and Team. 
Water...total immersionn. _ total interaction than Duke Nukem 3D Play modes with all-new Handicapping option. 


Throwing stars, lizis, 4-Harrel shotguns and more ‘Swim, climb, drive, go anywhere, do anything! a ~ Rotating 40 gun turrets to mow down enemies 


developed by 
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GT Interactive 
Softw 


www.ten.net www.gtinteractive.com 


All-new Build Editor for designing Shadow Warrior™ © 1997 3D Realms Entertainment, Inc. Lo Wang and his likeness are tademarks of 3D Realms Entertainment, Inc. 
All rights reserved. Published and distributed by GT Interactive Software Corp. TEN™ and the TEN™ logo are trademarks of the T.E. 
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Fact 


been more appropriate than for its 


latest venture, Ultima Online. Led 
by the “legendary” Lord British (aka 
Origin head Richard Garriott), © 


Origin is putting the final touches 


on a role-playing environment that 
aims to model a real world in 


amazing detail—complete with 


dragons, and quests. 


dungeons 


PC Games paid a visit to Origin’s 
Austin offices to take a look at the 
new frontier of online PC gaming, in 
beta testing now. What we discoy- 


ered was truly amazing... 


aha 


s the world of online gaming about to change? If 
Origin has its way with the massive fantasy 
role-playing universe of Ultima Online, it sure is. 

“Ultima Online is going to be a very different online 
experience—much more of a social product. It’s a society, in 
our eyes,” says Richard Garriott, executive producer of the 
Ultima Online project. “People can live out complete lives in 
a variety of ways, with the real world simulated as accurately 
as possible.” 

Is this a game? If so, is it going to be any fun? Ultima 
Online is certainly an ambitious project, begun in earnest two 
years ago when Garriott recognized the suitability of the Ultima 
universe for creating a remarkably accessible, realistic role-play- 
ing environment (a concept that’s been kicking around Origin 
for some six years). As Origin’s publisher, Electronic Arts, 
considered the best angle from which to attack the burgeoning 
online market, Garriott asked for $250,000 and 6 months to 
get a working model in order, This pre-test was completed a 
year ago; EA saw the results and instantly backed the project to 
the tune of $2 million. Since then, the development team has 
grown from just 2 to more than 40. 

In a nutshell, Ultima Online will be a real-time, real-cause 
and real-effect universe in which the players make the story, 
euided along the way by both the underlying plotlines and, 
more importantly, the dynamics of a massively involved game 
engine. So how does this philosophy of creating a realistic 
world come about in reality? 
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INTERNET GAMING 
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X-WING VS. TIE FIGHTER, 


MIEKCSONis 


©1997 Microsoft Corporation. All rights reserved. Microsoft and Where do you want to g0 today? are registered trademarks and the Internet Gaming Zone, Fighter Ace and Monster Truck Madness are trademarks of Microsoft Corporation. 
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Along with project director Starr Long, Garriott 
has conceived a detailed story that takes place in a 
separate timeline from the “cardinal” Ultimas—the 
game series I through VIII. “This allows us to take 
bits out of the Ultima series and use them in this 
new environment,” Long says. Despite a broad 
story that will de- 
velop as the players 
integrate themselves 
in the environment 
and create their own 
history, there is 

an underlying plot 
involving Lord 
British and his philo- 
sophical antagonist 
Blackthorne (Long’s 
character). The 
game’s cinematic 
Opening sequence 
reintroduces a famed 
Ultima adversary, the 
evil wizard Mondain, 
and the shattering of the Gem of Immortality. This 
gives a very subtle precursor to some of the detailed 
world-changing events that will occur, and also 
explains how multiple parallel Britannias can exist 
(see “The Server and Security,” below). 


To keep players informed of important events 
from around the world, and to introduce the story 
developments as they occur, there will be newspa- 
pers available to everyone. Events of national 
significance will be broadcast through a central, 


Origin-controlled newspaper, The Town Cryer, 


and journalism for players in the fantasy role of 


bards is another method of keeping the news 


spread on a more localized basis. “Essentially, they 


are acting as town criers on a worldwide scale,” 
Garriott explains, “but they will never men- 


tion any game commands or imply that you 


Garriott’s “reality” takes place on a massive 
scale, The new world map is bigger than all the 
other Ultimas combined; a walk from north to 
south, without stopping or engaging any other 
characters, will take 8 to 10 hours. “You could 
play for months and still not see all of the world, 
especially if you choose the non-adventuring 
lifestyle and remain in one city,” Garriott says. 
“But the world will still be there in its varied 
form should you decide that it’s time to hit 
the road.” 

A “resource bank” controls the 
appearance and varied actions of 


non-player characters, or 


characters in towns as 
well as the monsters 
that inhabit the wilder- 
ness). For instance, 


a dragon appears, sum- 


/ 


7 bank. Priority one for the 


moned by the resource 


dragon is to find shelter. It dis- 
covers a cave populated by mon- 
sters, kills them, and moves in (there’s no need for 


any real players to be aware of or see any of this; 


54 


are on a computer. This is reality, not a game.” 


he NPCs (computer-controlled 


the world acts through natural resolutions all on its 
own). The dragon then gets hungry and looks for 
food. Unfortunately, players based in the local town 
have wiped out the local sheep and deer population. 
The dragon, by now really famished, heads for the 
town and scarts a healthy plate of locals to satiate 


his hunger. Players heading to this town will find the 


locals somewhat miffed by this and put a price on 


the dragon’s head, thus setting quests for the players 
in a very dynamic fashion. 

With more than 50 monster and creature types 
ranging from demons and elementals to cows and 
chickens, this resource bank is going to be quite 
busy maintaining the flow of the developing 
world. Living creatures aren’t the only things 
monitored, either. Artifacts, including some rare 
items brought in from the Ultima mythos, will pop 
up occasionally, and even standard equipment like 
a knife has a rarity value that is tracked and 
adjusted by the resource bank. 

Balance between the resource engine and the 
actions of real-time players is a key—but as yet 
untested—element of the Ultima Online game 
world, and a feature that Garriott recognizes as 
vital to the successful growth of the environment. 
“Things could go wrong,” he admits, “but balance 
is one of the key issues to be resolved in the beta 
test—how the resource system reacts to the play- 
ers.” The game engine has been designed to effec- 
tively run itself in the dynamic way described, “but 


while it is conceived to run itself, we will have 6 
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gamesmasters monitoring events 24 hours a day to 
ensure that the balance does remain even.” This 
will also allow for a limited check on etiquette. 
“The only thing we want to restrict is anti-social 
behavior,” Garriott says, and in a game steeped in 
the need for social interaction, true gamers can 


only hope that the GMs aren’t called on too often. 


But there will always be one when you need one. 


honest living protecting merchants. Bounty hunters 
can act as law enforcement outside the confines of 
the towns. How about bards? Buy a blank book 
and fill the pages with the tales of a particular ad- 
venturing group whom the bard may follow; this 
will earn you enough to pay for upkeep when the 
tales are recounted in village taverns. 


“We predict that around 20 percent of players 


Ultima Online is a skill-based system, so there are 
no classes as such—just specializations, depending 
on which skills you choose to practice. From the 
outset, when you select your character’s sex and 
garb (which will be compulsory despite an early 
alpha test’s tendency to cause characters to run 
around naked!), the massive individualizing process 
begins. Basic stats of strength, dexterity, and intelli- 
gence will determine bonuses for each of the 30- 
plus skills you can practice. These include alchemy, 
arms lore, begging, healing, cooking, and even tam- 
ing animals—¢ertainly enough options to supply a 
well-prepared adventuring party with the ability to 
survive in a treacherous wilderness. 

Supplementing these skills is magic. Eight circles 
of magic formulate the strata of thaumaturgic learn- 
ing. The history of the cardinal Ultimas sets the 
backstory for requiring magic practitioners to use 
“reagents” to create spells. Mages may need any of 
nine different reagents, including Nightshade, 
Garlic, Ginseng, and 
Spider’s Silk, for spell- 
casting. Early-level 
spells such as Night 
Sight require just two 
reagents, while eighth- 
circle spells such as 
the powerful Earth- 
quake, Resurrection, 
or Summoning of 
Major Monster spells 
may require four 
reagents—all of which 
cost money. 

As a lone adven- 
turer, you may see the 
wilderness as a dan- 
gerous place, but it’s 
also a source of 
wealth and opportu- 


nity. A mercenary 


band can earn an 


will choose a lifestyle that is not a traditional hack- 
and-slash adventuring type,” Garriott says with an 
enthusiasm that indicates that the higher this per- 
centage, the better the development of the evolving 
world. “There are guilds for everything from bards 
to merchants. One formed immediately with the 
single goal of assassinating Lord British, and then 


one formed to protect him. It was the same for 
Starr’s character, Blackthorne.” 

The community spirit is enhanced by the oppor- 
tunity to do such mundane things as buy a house. 
How? Head to a Realtor, decide where you want 
the house built, pay the necessary fee, and building 
begins. Then how about furnishing it? For that 
added touch of domestication, you can even add a 
pet; cats will stay in the house, but a dog will 
follow you around and even go adventuring. 
Houses also serve as storage places for your 
worldly belongings, and while a server-con- 
trolled bank is going to be more secure— 
there’s a whole bunch of thieves’ guilds 
already in existence—it’ll be pretty neat to 
hang out at your own pad after a heavy spell 
down a local dungeon. (Dungeons add even 
more floor space to the estimated 5 to 6 mil- 
lion square feet of land to wander.) The game 
engine’s persistence means your possessions 
will be there waiting for you when you return 
to the game after an absence, unless thieves 


have broken in and stolen them. 


Bs 


This concept of living a life within a game is the 
backbone of the whole Ultima Online develop- 
ment. “A virtual Renaissance Festival—that’s really 
what it is,” says Garriott, who is somewhat leg- 
endary for his own festivals, especially the tradi- 
tional Halloween party at his custom-designed 
house. “This is an opportunity to become a part of 
that and then act in it. 

“Most games with multiplayer components are 
combat-based,” Garriott asserts. “Not so with 
Ultima Online; it’s a very different, personalized 
experience, very social. The automation of the nat- 
ural world is something that we’re very proud of. 
This re-creation allows us to solve the problems of 
the world in a very real fashion.” Living by the 


sword is certainly one way to 
exist in Britannia, and will no 
doubt be the choice of many, 
but there are other options. 
Social interaction is key, not 
only with other players, but 
also with the game’s NPCs. To 
best facilitate communication, 
each character’s words will ap- 
pear above his or her head in 
a chosen color and font, rather than having a jum- 
bled chat box somewhere on the screen. This will 
allow several people to be onscreen at once and 
still be able to follow each other’s conversations. 
NPCs, controlled by the resource bank, will be 
following events dynamically in their area and 
responding accordingly. These distinctions will 


even go so far as to include regional, geographic 
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differences both in appearance and style of conver- 
sation. Thus, traveling from town to town 
Since 1979, the Ultima universe, in its various guises and developments, has been hooking throughout Britannia unearths its own adventure 
gamers with its depth and opportunity for epic adventure. It began with a straightforward 
conflict with.an evil wizard, but by installment four, the appearance of the legendary Avatar 


pointed the games in a new direction of virtue. And the story still continues... 


simply through the variations in attitude and style 
of the characters you meet. 

Of course, if you upset some locals, the guards 
may have something to say about your visit to 
town. Guards are NPCs who will police larger 


towns, and they will also have a memory—so if 
Cross four lands, through time 


and space, in a quest to defeat the evil.wizard Mondain. 


you're committing crimes out in the wilderness, 

don’t think that it won’t get back to the authori- 
| ties. It will, and you'll be run out of town. Don’t 
Defeat Mondain’s apprentice, Minax. A past and future argue, either: these guards are really tough. Killing 


one is considered a heinous crime, and will affect 


Earth (not the original setting of Sosaria) incorporates : 
futuristic technology with fantasy settings. = oo Ir! Neath! (434 the way all NPCs respond to you. 
~ ee LOA Pe 


Travel through Sosaria and the lost sats ae debvatar.” 
continent of Ambrosia to defeat the super-computer ' > — ie & 


Exodus. 


In Britannia, ruled by Lord British, 
you become the fabled Avatar and embark on a quest to discover the 


THE SERVER 
AND SECURITY 


way of Virtue. (See this month’s PC Games.exe for the full game.) 

Lord British is being held prisoner in the 
Underworld by the powerful Shadowlords. Through their influence, 
Blackthorne seizes control of Britannia, and the Avatar must 
fight the good fight. 


Latency is a key issue with any online game, but it’s 
something the Ultima Online crew has been very 
careful to assess. “From day one, this was an Internet 


game, and we designed it with that in mind,” Long 
Gargoyles are terrorizing the 


land. The Avatar must free the Shrines of Virtue and the rest of 


says. “The client software knows the layout of the 
world, but not where the dynamic objects are [the 


the world from this:new evil. ones created and controlled by the resource bank and 


stored on the server], so you can go for several 


pn’ aN A * 
‘at. 
s Altai zs vit moves without requiring a server update.” 


“THE BACK GE According to Long, this means that you could 


The Avatar returns to Britannia to find have up to a $00-millisecond ping (which is un- 


a strange group called The Fellowship trying to persuade the inhabi- : playable for action games such as Quake) without 


tants of Britannia to stray from the path of Virtue, in favor of the 
Triad of Inner Strength. The Guardian is somehow con 

Trapped on Britannia by the de- 
struction of the Black Gate, the Avatar must prevent The Guardian’s 


degrading play. In combat, there are no rapid 
sword swings controlled by 
manic mouse clicks. Instead, 


you select a target and the 


reappearance on Serpent Isle. a server uses skill SCOres [TO Te- 


There’s a new island to explore as the | caaiematie solve the clash, so there is no 
Guardian dumps you ina place without friends. There are no char- | advantage cet ea CORSE 
* ons ° » qvlons. 
acters from the previous games, so it's a new exploration. Ultima 


I The server setup is certainly 
Vill came with an add-on speech pack to add flavor to the . . 

Avatar’ ti ith the local ‘ a key feature in Ultima 
vatar s conversations wi e locals. 2 re a yer mea miaiecitaxd att 
- Y ee Online’s armory. 5400MHz of 


J AY 
Oi AGE processing power, 3456MB of 
¥ if ll 
a RAM, and 66GB of storage 


Work currently halted as Origin crams to 
finish Ultima Online. Scheduled release is now late ‘98 or even ‘99. 


space spread across 27 
Pentium Pro 200s (with 3 for 
backup) serves as the back- 
bone of the system. This dis- 
tributed-server model helps 
ensure that a server doesn’t 
crash due to the sheer number 


of players in any one area. So, 
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should Lord British wish to address the nation, and 
all the players gather in one area, there won’t be a 
slowdown. That’s an impressive feat, considering 
that the game world is designed to accommodate 
as many as 3,000 players at once (compared, for 
example, with the maximum of 200 in 3D0’s 
Meridian 59). 

Should that number be exceeded by the retail- 
box sales (Origin assumes 2,000 to 3,000 players 
online at any one time for every 50,000 units sold), 
parallel Britannias will come into being and run in 
their own sweet way, with players in those worlds 
directing events. Curiously, through an as-yet- 
unspecified method, players will be able to travel 


between the different play worlds, possibly through 


the use of an in-game “portal” 
spell or something similar. It will 
certainly be fascinating to watch 
how the parallel universes evolve— 
and if you don’t like the way a 
world’s politics are shaping, you 
can just bail to another world. 
Considering the diversity of 
Britannia’s environments, powerful 
servers are key as well. Movement 
through the server will also be 
seamless—you won’t notice the 
hop from one server to another 
when you open and then step 
through a door. While practicalities such as cloth- 
ing requirements in colder climes and the need to 


eat have been removed for the sake of gameplay, 


different weather conditions 
will exist to offer plenty of 
options and new experiences. 
Origin has also addressed 
hacking and cheating possibili- 
ties from the beginning. For 
starters, your Ultima Online 
character will be saved on 
Origin’s secure servers—unlike 
Diablo, for example. “We 
know that people will try to 
hack the system, but we’re 
pretty sure that we’re secure,” 
Garriott says. “In fact, during 


the beta we’re kind of hoping that some people try, 


just so that we 

can judge the 

success of our protection.” The information for 
the game stored on your own machine will 
actually be fairly minimal, and because the 
server controls the game, it automatically 
checks and then fixes any anomalies. So, for 
example, if you manage to hack your char- 
acter to boost all his skills, the server will 
recognize that something’s wrong and fix it 
on the fly. Take that, cheaters! 

The retail, boxed Ultima Online will 
come with a cloth map of Britannia for ref- 
erence, and the disc will be packed with 
some 400MB of art and music. While the 
client software for the server connection is a 
relatively small file, the art that gives the 
world its variety and flavor will be stored on 
the CD, which also saves on download time. 


Origin hasn’t confirmed a final business 


World of Ultima 
http://www.emanon.net/~redjr/ 
world_of_ultima/ 


Ultima theme 
http://www.geocities.com/Times 
Square/Alley/1769/uindx.htm| 


Worlds of Origin (fan-club site) 
http://www.bestware.net/ 
whisper/woo/ 


Ultima Dragons Internet Chapter 
(loads of info on the Ultimas) 
http://www.udic.org/ 


Dragon Press Ultima fan fiction 
http://crash.ihug.co.nz/~ 
charlton/andrew/fanfic/ 


The Bard's Library (music files) 
http://www.cybernetex.com/ultima/ 


Random site plus links 
http://www.bridge.net/~psycho/ 
ultima.html 


General Ultima information 
http://www.users.interport. 
net/~marlowe/ 


model, but it looks likely that after the retail pur- 
chase, the company will charge a nominal fee to 
play online. The subject has caused debates to rage 
at the Origin offices, but because the game is online- 
only, it has to be assumed that most of the buyers 
will be eager to get online and join in, and willing 
to pay for the privilege. 


MAKING 
HISTORY 


Ultima Online is clearly meant to change the scope 
of gaming—online and elsewhere. Anyone who has 
ever yearned for a role-playing experience to match 
paper-and-pencil games, or who was frustrated by 
the AI restrictions of the evolving computer RPGs, is 
in for a treat. The essence of Ultima Online is to cre- 
ate the building blocks for a world, and let the imag- 
inations, hopes, ideals, dreams, and attitudes of the 


players shape that world. Britannia has history and 


amount of online coverage, as athe: or 
of fans of the cardinal Ultimas get jumpy 
with excitement over the prospects for this 
online variant. The most obvious example 
of this is the forma- 


Nawearic Mitawoutiyy 


tion of guilds. Ever 
since the first 
details of Ultima 
Online’s open- 

_ ended role-playing 


format were released some time ago, guilds 


have been springing up. Recognizing the 


power of the Web fans’ interest, Origin’s 
Ultima Web develop- 
ers have allotted 
space at the 


address, and a Web site for followers to 


~~ visit, you can create a new guild. Naturally, © 


| surely cannot last forever. Regardless, 


events that will impact everyone, but there is a daily The public beta test, for which 30,000 people 


life to be lived as well, be it in the rugged wilderness paid $2 for the CD, should be up and running (and 


or the thronging streets of its cities. may possibly be over) by the time you read this. For 


those testers who will lose their characters when the 
test ends, it will be just a taste to whet the appetite. 


“THE GAME WILL APPEAL 
TO HARDCORE GAMERS 
WANTING THEIR FILL OF 

ADVENTURE AND EXCITE- 
MENT,” SAYS GARRIOTT, 

“BUT IT'S ALSO A LOT 

BROADER IN ITS APPEAL. 

YOU DON'T NEED TO BEA 

MACHO FIGHTER TO HAVE 
A GOOD TIME; YOU JUST 
NEED AN IMAGINATION.” 


In a burgeoning world of online and multiplayer 
gaming, Origin has taken the Ultima setting, with 
its history through the computer-gaming ages, and 
thrust it to the forefront of technology. 

Ultima Online could well be the future of com- 
puter gaming. Origin is aiming to build something 
very special, with an appeal that will transcend 
the typical hardcore gamer used to frying foes 
with rockets. Sure, the action’s going to be there 
in abundance, but it’s the other gamers and what 
they do that Ultima’s creators think will make 
Britannia so vibrant; the social interaction—the 
chat, the hanging out, the real role-playing. 

And addictive? There will no doubt be many 
who live, eat, breathe, and try to rule Britannia. 
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most of the guilds will fall by the wayside 


over time—the Cow Killers, for example, 
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Dethroners of 
Lord British, 
who are op- 
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. mitment to enjoying a game — 
world that has stability and 
order, but also « conveys enough of the poli- 

. to make it more than just a wilderness 


posed to his 


tyrannical rule, there are obvious 
wigppient clashes. 


During our 


visit to Origin, 


Richard Garriott 


. www. owo.com site to 


mentioned the League, a group 


“give these guilds 


Moongates ares 


prominent n mention, 


or press time, ef guil S had been regis- 
teréd, with more requests flooding in. As a 
result, Origin is now accepting applications 
for new guild status only on the first three 
days of each month. With a guild logo, 
~ a Guild 
"Master, an 
e-mail: 


(www.moongates. com). 


site: “It exemplifies the ir 
That’ S certainly one of the most noble goals _ 
any of the ila. eget a. 


enthusiasm that fans are bringing to this al- 
ready.” With chat rooms, game information, 


and The Britannian 
fan-written news- 
paper, this is a ee 
fan guide to. whatsc) 


Ultima Online i Is 
all about. 
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“We Come In Peace.” 
Blasting Ray Guns. 
People Screaming. 
“You Must Believe Me!” 
Exploding Buildings. 
Whirring Space Ships. 
Brains Being Sucked. 
Bones Crunching. 
Aliens Phoning Home. 

. Metallic Scraping. 

. Cars Crashing. 

. Kidneys Bursting. 

. Insertion of Probes. 

. Heads Exploding. 

. “Run for Cover!” 

. “Warning.” 

. Aliens Melting. 

. Pods Hatching. 

. Destroying the Monster. 

. Buildings Imploding. 

. Spaceships Docking. 

. Boiling Flesh. 

. “Mayday, Mayday!” 

. Exploding Spaceship. 

. “| saw a UFO!” 

. Planes Taking Off. 

. “We're at DefCon 1.” 

. Aliens Communicating. 

. Children Crying. 

. Slurp. 

. Clink of Autopsy 
Instruments. 

. Laser Swords Crashing. 

. “Hyperspace!” 

. Flesh Being Torn Off 
Bones. 

. “They’re Coming.” 

. Wailing Sirens. 

. “You Must Die.” 

. “Beam Me Up.” 

. Zap!!! 

. Air Locks Closing. 

. “Oh, My God!” 

. Lasers Charging Up. 

. “We Need More Power!” 

. Ray Guns Blasting. 

. Calling the Mothership. 

47. Horns Blaring. 

48. “We Won!” 

49. “Lock on Target!” 

50. Crystals Charging. 

51. Area 51 Guard: “No 

Admittance.” 
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Sound Blaster® Vilas 


The latest Sound Blaster technology is ready to invade your multimedia PC. 


: 52. Zap-Zap! 
a ‘ At an out of this world price, $99.99 (estimated street price), Sound Blaster 53. Warning Alarms. 
IBLASTER) wr ease AWE64 Value is your logical upgrade to high-fidelity audio. Hear every eerie 94. Air Locks Opening. 


55. “Set to Stun!” 
56. “Red Alert!” 
loner rr WavEffects™ & WaveGuide Synthesis. 512K onboard RAM for SoundFont' 57. Shields Up. 

mon ee E @ BS, 3 ccsuye 58. Warp Speed. 
_ . Pe: 59. “Blast ‘em!” 
included, the hottest Internet software. To learn more about the Sound Blaster AWE64 Value, contact us at: 60: Eyeballs Gauiahing. 
www.soundblaster.com/sound/AWE. 61. Spaceships Cloaking. 

62. Radar Ping. 

63. “Fire at Will!” 
64. “Take Me to Your Leader.” 


Mak uate whe wus ks sound with frightening clarity with up to 64 simultaneous voices of Advanced 
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samples and high performance, lets you add your own alien sounds. Also 


f PEACE TREATIES. FAILED! | 
| DIPLOMACY. FAILED! 
| PASSIVE RESISTANCE. FAILED! | 
fF LOVE-INS. FAILED! 
| THE PEACE CORPS. FAILED! | 
| UNITED NATIONS. FAILED! 
| THAT GUY IN FRONT OF THE 
f_ FOLK SONGS. FAILED! 
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HOW COULD WE HAVE BEEN SO WRONG FOR SO LONG? Talking about peace, 
singing about peace, protesting about peace--it's all been ONE BIG FARCE!! We can't tell 
ourselves to be peaceful any more than a computer can tell itself to do a pirouette! Bad 
brains will be bad brains! But Dr. D.G. Bartha’s CyberDiversion Theory says, if we allow 
them to be bad in a place where bad ain't so bad (i.e. on the HEAT™ internet gaming net- 


work), it’s actually good! We please our bad brains and no one gets hurt! HEAT IS THE. 
FIRST STEP TOWARD GLOBAL HARMONY! 


THE ROOT OF THE PROBLEM- A BAD BRAIN: 


THE BRAIN’S REPTILIAN COMPLEX TELLS US TO DOMINATE AND DESTROY! CYBERDIVERSION 
THEORY SAYS, DON’T LET THE PEACE PROCESS STIFLE THIS NATURAL TENDENCY FOR AGGRESSION! 


INSTEAD, LET {T THRIVE ON HEAT.NET, WHERE EVERYONE CAN DOMINATE AND DESTROY, BUT NOONE Soe 
CAN BE HARMED! ... HEAT S THE ANSWER!! 


PEOPLE WILL ALWAYS DOMINATE AND DESTROY EACH OTHER! f 
We see it on the six o'clock news every single night! HEATis {4 


just a place where we can dominate and destroy each other with- 
out traumatizing innocent families or having to do hard time! 
In fact, at HEAT.NET YOU ARE ACTUALLY REWARDED 


WITH PRIZES FOR YOUR EFFICIENCY IN DOMINATING 
AND DESTROYING!! 


There are even tournaments and ladders to 
increase the level of competition-- the more you dominate and 
destroy in cyberspace, the more peaceful our reality 


will be! On HEAT, you can kill your ex-husband, kill your boss, 


kill the leaders of pesky third-world countries-- in cyberspace, 
nobody ever gets hurt! WE MUST KILL IN A PLACE WITHOUT PAIN 


(HEAT), SO WE CAN LIVE INA PLACE WITHOUT PAIN (EARTH)! 


WHAT’S SO CRAZY ABOUT PEACE, 
LOVE AND UNDERSTANDING? 


THIS: AGGRESSION IS HUMAN NATURE! LET'S ACCEPT IT AND PUT IT | 
ONTO THE NET WITH MEAT BEFORE MO 
TAKEN! .. HEAT IS THE ANSWER! 


PEACE IS AS EASY AS 1) Logging onto HEAT.NET (/T'S FREE), 2) 
Booting up your favorite multi-player CD-ROM game, or HEAT exclusive, 
3) Releasing your R-complex to Slaughter the bad-brained vermin on the 
other end of the line! You'll feel better, they'll feel better, we'll all feel better-- 
# @ OG ON NOW! ALIFE SPENT ON HEAT IS ALIFE SAVED ON EARTH! 


To facilitate Optimum Diversion Release (ODR), or the rate at which evil R-complex 
urges are dispersed from the brain, we've developed intensive HEAT-exclusive 


games like Scud™ and HEAT Warz™ as well as special RIPX technology that LOG STO HEAT.NET NOW. GET YOUR Hi . 
allows the play of almost every multi-player PC game, including Blood™ and Quake™ FAVORITE MULT)-PLAYER CD-ROM Siam are van rier? cae 
ETE ESTE OR ACHIEVE WHAT MILLIONS OF OTHERS HAVE FAILED TO ACHIEVE: im 
HEAT IS THE ANSWER! @ )» 
“ “ G YES I'd like to give peace angihes chance a Name : 
fh Reptilian Complex off the siréete , 
y ie ! ri oo internet with the HERA INamentement MNF oll cddress | oe 
, | network! Please send me more info. Address i 
ay Ro 106: 2 Se { Q NO! ‘I'ma terrorist who plots attacksoninnocent . i 
ubesiasrann ' , i fee fe }_ women and children, and frankly, | kind of get off City Stole ZIP j 
STOP REAL-LIFE VIOLENCE! ae thet sort of thing, No, thanks. Phone number__ = | 


COPY THIS FLYER AND SPREAD THE WORD!!! 


PLEASE CLIP AND SEND TO THE CYBERDIVERSION INSTITUTE: 1453-A 14TH ST. SUITE 267 SANTA MONICA CA 90404 


“~- 
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Which is better—PCs or 
consoles? Unthinkable a few years ago, the issue 


has become increasingly relevant due to the 
stunning advances in PC technology over the 
past couple of years. We tell you why the PC is 
the ascendant platform right now, what 
consoles are doing about it—and 
H some of you tell us what you 
think, too. 


t was The Thread That 
Would Not Die. 
Indeed, like some 


vampiric monster, it 
seemed to gain strength 
from day to day. Beginning 
around the middle of last year, a console-versus- 
computer debate began to spread, ivy-like, across 


game and non-game Usenet newsgroups. History consoles, and 


(or at least the Net search engines) no longer the Nintendo 64 Star Wars extravaganza perspective correction unique to this version allowed 
records who started the tumult. But his taunt, Shadows of the Empire is headed for the PC. the game’s essential realism to take a huge leap for- 
spread around the world via the Internet, turned . Indeed, many who own one type of system also 
into a mantra. own the other. ..,and then the amazing 3Dfx version for 

Its gist: For games, computers rule. But there’s a peculiar relevance to PCs came along. 

In a way, it’s the silliest of quarrels, like this exchange as the computer-game 
12-year-olds arguing over whether Superman industry convenes at the third 


Electronic Entertainment Exposition 
in Atlanta. For the first time in a 
decade—since the late-’80s heyday of 
the Commodore Amiga—there is 
compelling evidence that computers 
can challenge and surpass the perfor- 
mance of dedicated game machines. 

In short: For games, computers 
just may rule after all. 


could beat the Flash in a foot race. (Yes, he Tomb Raider drew the line in the 
could.) The great “My Dad can beat your Dad” sand and then crossed it. The Sony 
debate has gone high-tech; now it’s “My CPU can __ PlayStation and initial PC versions of 
beat your CPU.” Eidos’ elegant 3D platformer were 
Besides, in one sense, the $150 console and very similar in appearance and play. 
the $1,900 computer are allies. More and more But the patch that added special fea- 
games are appearing on both sides of the aisle— tures on computers equipped with 


Activision’s MechWarrior 2 has arrived on 32-bit the 3Dfx Voodoo chipset had an 


64 


utterly transforming effect: The texture blending and 


ward, and Tomb Raider became the 
first showpiece game for the new 
3D technology. 

Even on 32-bit consoles like the 
PlayStation and the Sega Saturn, 
nothing came close. “It was the first 
convincing argument for getting a 
3D hardware accelerator,” says 
Colin Boswell, Eidos Interactive’s 
vice president of technology. 
“Working in 3D, we’re always try- 
ing to do the impossible: display 
[realistic] 3D on hardware that isn’t capable of it. 
And now we’re capable of doing what we’ve 


wanted to do all along.” 


“The graphics advantage that consoles had 1s 


now eroding as 3D technology like ours and oth- 
ers becomes more widely available,” says Greg 
Ballard, who heads up 3Dfx. “Suddenly, the PC 
platform is offering a generational advance over 
the console. In many respects, gaming aficionados 
are going to be forced to deal with PCs.” 


“It’s a really exciting time,” says Boswell. 


“You ain’t seen nothing yet.” 


The console-versus- 
computer debate is hardly 
new—it has roots in the 
early °80s, when the 8-bit 
Nintendo and Commodore 
64 ruled the roost—and 
each side has a point. 
Computers are versatile, 
multipurpose machines 
that do many things well. 
You can code. You can 
browse the Web. You 
can process images. You 
can write a magazine 
article. You can manage 
your money. 

And you can play an 
amazing variety of 
games—many of them 
significantly deeper and 
richer than those available 


on the console, owing to a 


permanent storage medium 


(the hard disk), 
high-resolution 
monitors, the ability 
to connect to the 
game-loving world 


via the Internet, and 


the varied input 
made possible by a keyboard. 

The thing is, you still have to pay for the 
PC—a good $1,900 for a decent system—and, 
if you want to stay ahead of the curve, you 
have to upgrade it regularly. It’s also a complex 
monster, and when things go wrong, they can go 
spectacularly wrong. 


Consoles are made for play, pure and simple, 
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pensive (at this writing, the big 


three are clustered at $150), and, while the soft- 


ware can be pricey, it’s widely available for rental. 


They’re simple to operate, without any need to 
deal with the vagaries of video drivers, IRQs, and 
CONFIG.SYS files. 

“(The PC] has made tremendous progress,” 
acknowledges Jim Merrick, software engineering 
manager for Nintendo of America Inc., “but it 
doesn’t begin to approach the plug-and-play that 
the console can provide. A console is a $200 


device. It sits in the living room. Anyone can 
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PLUG IN. 


THINK FAST. 


PLAY FOR 


INTRODUCING 


Discovery Channel Games. 


Prepare your imagination 


for the real world. 


Coming this fall from 


use it. There’s no techno- 
phobia associated 
with [it].” 
The downside? A 
lack of permanent stor- 


a 


age space, the limitations 
of input devices, and compar- 
atively modest amounts of RAM—the PSX has 
3.5MB—tend to keep the games slightly simple 
and action-oriented. So, for instance, while some 
spectacular flying shoot-’em-ups such as Air 


SPEED 


izU km/h 


Pilotwings 64 shows the N64’s beautiful 
handling of perspective. 


Combat and Warhead have appeared on consoles, 
you're unlikely to see a true flight sim. Also, the 
resolution limitations of current pre-HDTV televi- 
sions means images can’t be quite as sharp. 

More importantly, while it’s easier to play with 
a friend in front of a console, Internet gaming has 
only recently come to this platform. Last year, 
Sega launched NetLink, a 28.8Kbps modem for 
its Saturn console. For months the only NetLink- 
enabled Saturn game was Baku Baku. But in 
quick succession, Sega has added Sega Rally 
Championship, Virtual On, Saturn Bomberman, 


Games like Unreal and 

Prey will teach those console 
systems! PCs are the most 
powertul, versatile, and 
affordable platforms for truly 
sophisticated gaming. 


Alexander Sandrowicz 
Via e-mail 


and even Duke Nukem 3D. Meanwhile, Sony’s 
Yaroze is a black, $750 development PlayStation 
that, connected to a PC or Mac, enables coders 
proficient in the C language to write PSX games. 
Also, Nintendo is planning a permanent stor- 
age medium, tentatively dubbed the 64DD, for 
the Nintendo 64. The device, scheduled to be un- 
veiled in Japan in November, is expected to be 
similar to a Zip drive and will use 64MB high- 
density disks. (Imagine SimCity 2000 with 


N64 graphics.) Plus, while no dates have been 


SER LEVEL 


iGs 


projected or specifics released, Nintendo’s looking 
down the road toward Internet play. 

“Nintendo’s not interested in becoming 
another me-too Web browser,” says Merrick. 
“We’re interested in online gaming—something 
that adds value to our core business. And to 
do something online, you need to have some 
local storage.” 

Still, the Internet gaming universe for 
consoles is extremely limited compared with 
the options available to PC gamers—and consoles 
aren’t going to catch up anytime soon. With 
online games gaining in popularity and impor- 
tance, this 1s a critical distinction. People—wily, 
clever, creative—are proving to be the crowning 


touch in more and more computer games. 


Not surprisingly, the PC has made its gains by 


adopting some of the console’s own finesse into 
its Open architecture. A console is as you find it; 
an IBM-compatible is what you make it. 

In particular, the 3D accelerator cards are the 
foot soldiers of the coming revolution. Using 
technology devised by companies like 3Dfx and 


July/August 1997 « PC GAMES 
66 


As things changed and 133s 
came up, then 166s, then 200s, 
and now MMX technology, | 
began to feel left out of the 
computer-gaming generation. 
Now, my computer's like a piece 
of trash compared to today’s 
machines....! obviously know 
that console games are much 
better than computer games. 


Victor Ramirez Jr. 


Rendition, these graphic ie gamail 


co-processors perform spe- 

cial functions that would bog down the main 
processor or standard 2D video card but, 
offloaded onto a special chipset, allow games to 
look more realistic and move more smoothly. In 
GLQuake, for instance, water suddenly becomes 
semi-transparent. 

Some early works-in-progress that are built 
around 3D video-card technology fairly defy be- 
lief—such as an as-yet-unnamed game due this fall 
from a company working closely with 3Dfx. “It’s a 
space-exploration game,” says Ballard, “with thou- 
sands of polygons on each screen, so the models 
look completely real. You have a sense of being in 
a spacecraft and in space. I haven’t seen anything 
that’s even close to it [visually]. 

“The Holy Grail for the PC—what everybody 
in the 3D business talks about—is being able to 
do Toy Story in real time,” he says. “We’re still a 
ways away from that, but not as far as you might 
think. We’re still on the first-generation ports. As 
more and more developers start writing directly 
to the hardware, we’re going to see extraordinary 
things in graphic capabilities.” 

By 1998, Ballard says, “the graphic perfor- 
mance on the PC will be [to non-accelerated PCs] 
what Nintendo 64 is to the 16-bit world.” 

Psygnosis is already changing gears—and, 
significantly, it’s owned by console-maker Sony. 
“We'll soon be leading on the PC for virtually 
every kind of game, even in genres that would be 
considered strictly console: action games, racing 
games, even platform games,” says U.S. software 
development manager Jim Drewry. 

The reason? Enhanced PC performance. 
Drewry points to 3D high-end PC versions of the 
racers Formula One and WipeOut XL: “On the 
PlayStation, they run at 320-by-240, in 16-bit 
color, with no perspective correction, no texture 
blending, no anti-aliasing, and no MIP-mapping. 
The PC version runs at 640-by-480 or 800-by- 
600 in 16-bit color with all these features turned 
on, plus additional ones.” 


Then there’s Intel’s TIMF 
Pentium MMxX chip. 
Introduced in January, 
and already becoming 
standard Pentium 
equipment, it adds 57 
new instructions to 
enhance performance 
when handling pro- 
grams rich in graphics, 
video, and sound. 

“Basically, it enables 
you to do 24-bit color 
and CD-quality sound 
effects with no loss in 
frame rate,” explains 
Craig Lafferty, public relations manager for Epic 
MegaGames, whose MMX-enhanced 3D action 
game Unreal should hit the racks around October. 
“You take the average game with 8-bit or 16-bit 
sound, and it’s pretty good. But if you bump it up 
to 44kHz, it kills the frame rate, 
because it takes so much of the processor.” 

Not everyone, however, has been unreservedly 
enthusiastic about MMX. Some have expressed 
concern over a potential performance hit that 
results from its overlap with registers used by the 
floating-point unit, which is often used intensively 
in 3D games. And as of early May, the must-buy 
MMX game—one that persuades consumers that 
the new technology is indispensable—has yet to 
appear. But, in all fairness, it’s early. “[MMX] is 
useful right now,” Drewry says. “It will get better. 
The better [that] Direct3D supports MMX proces- 
sors, the more we'll use it.” 

Some major publishers have lined up behind 


the technology, including GT Interactive (pub- 


..Dut then, so does GLQuake on the PC. 
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lisher of Unreal) and one of Sega’s 
PC wings, Sega Entertainment, 

which was slated to launch the MMX-specific 
fighting game Virtual On in June. (In fact, all 
future products from $E—which has right of first 
refusal on PC conversions of Saturn games—are 
scheduled to support MMX.) 

“Anything that allows our games to run 10 
to 20 percent faster is always key,” says Matt Wolf, 
who oversees Sega Entertainment’s PC development. 

The PC’s advance is also a byproduct of huge 
advances in the raw processor power that has 
always been the hallmark of Intel-driven ma- 
chines. The Pentium processor hit the 200MHz 
milestone a year ago, and was expected this past 
May to begin its march toward 300MHz with 
the formal introduction of the Pentium II. By 
contrast, the PSX uses an R3000A 32-bit RISC 
processor running at a touch under 34MHz, 
while the Saturn uses two Hitachi SH2 RISCs 
running at 28.6MHz. 

Now, before you write in pointing out that 
your 486 system was running faster than that in 
1991, note that the relative, or perceived, speed 


of consoles is actually much faster than their 
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clock speed, because of 
their share-the-load 
architectures. For 
instance, the Saturn 
also runs a third 
Hitachi RISC chip (an 
SH1), two video display 

processors, the Saturn Control Unit, 
and a pair of sound processors. 

One side effect of all this horsepower has 
been the increased development of 3D fighting 
games—a genre in which the PC (with the odd 
exception of games like F/X Fighter) has never 
been especially strong. 

“The console platform is basically a Ferrari, 
geared toward high-end 3D-based gaming,” 


explains Wolf. “The PC is much more 
of an all-terrain vehicle. It wasn’t 
[originally] made to be a 3D polygon- 
pushing environment.” 

That’s changed, however. 
“The way [Virtua Fighter 2] is 
going to turn out wouldn’t have 
been possible on a P60,” he says. 
“Running at 100 percent, it’s 
30-frames-per-second, huge 
polygon count, backgrounds 
on, program textures on, fog- 
ging, effects....We’ll be able to 
achieve that on a P133 with 
16MB of RAM.” 

But faster is better only up to 
a point. Your processor may 
clock out at a blazing 200MHz, 
but your system runs at lower 
speeds internally (as slow as 
66MHz) because of the way PCs 
handle data. Think of it as a 
four-lane highway with two 
lanes perpetually under con- 
struction. Ain’t progress grand? 

Well, one of those internal 
bottlenecks has already been ad- 
dressed. The Dual Independent 
Bus Architecture, introduced 
with the Pentium Pro chip and 
slated for inclusion in the Pentium II late in the 


year, improves the speed with which data is 
passed from the processor into memory. 
Meanwhile, the Accelerated Graphics Port 
standard—not yet available, but also due for in- 
clusion in the Pentium II—addresses the slow- 
down between the processor and the graphics 
card. Rather than the PCI bus, graphics cards 
will now be able to use the CPU bus, which can 
handle data about four times faster—with a huge 
potential boost in 3D and realism. What’s good 
now Is likely to get better in the near future. 


THE 64-Bit GORILLA 


Those developments pit the PC nicely against the 
likes of the PlayStation and the Saturn. And then 
there’s the Nintendo 64. Oops. 

The popular 64-bit system, 

released last September and at last 
reports selling as fast as Nintendo 
can make them, is built around a 
93.75MHz RISC main processor and 
a pair of powerful co-processors whose 
functions read like a 3D accelerator 
card wish-list: Z-buffering, anti-aliasing, 
and perspective correction. 

Naturally, new technology is only 
as good as the games produced for 
it, and the early output for the N64 
has been inconsistent and slow to 
arrive. But Mario 64’s size, complex- 
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ity, and pure graphic 

appeal have already made 

it a legend. I’ve yet to see a computer game 
produce an effect as beguiling as the water 

in WaveRace (to say nothing of the dolphin 
beneath it). Acclaim’s Turok: Dinosaur Hunter is 
a dazzling 3D shoot-em-up with few real equals 
on either side of the debate. Pilotwings 64—an 
awe-inspiring flight-sim lite—is the sleeper of 
the bunch. These are games that look better 
than computer-game intros, and in one way 

or another, the N64 is going to have to be 
reckoned with—even if only in terms of raised 
consumer expectations. 

(Actually, that’s begun. TechWorks is planning 
to include in its 3D accelerator card the zippy 
Rambus memory architecture used in the N64— 
a feature it asserts will permit performance at 
levels three times those of other 3D cards.) 


Of course, the take on the N64’s impact 


LAP TIME 
40.2 


depends on whom you talk to. Some developers 
observe that, side by side, the specs for 3Dfx- 
based machines beat the N64. But Nintendo’s 


Merrick says you’d need to have one of the 
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newer Silicon Graphics 
models to match N64 power, 
and suggests that its console al- 
ready has had an effect on the PC market. 

“T don’t think you'd see the 3D accelerators 
coming on the market as rapidly if it wasn’t for 
the success of the Nintendo 64,” says Merrick. 
“The major publishers—including Microsoft— 
are very concerned about Nintendo. I think 
we've reasserted ourselves.” 

For their part, the ante on the PC side 1s 
already going up again. Look for some 3D 
card-makers to introduce their second-generation 
technology later this year. If one of these prod- 
ucts become a de facto standard—3Dfx, for in- 
stance, iS projecting sales of 1.5 million to 2 
million by year’s end—you can expect to see It 
begin to appear on motherboards. New computer 


systems like the Gateway Destination—coupling 


The N64’s Super Mario 64 set 
an impressive new standard in 
console look and performance. 


the Pentium with big-screen TV and big sound— 
are aiming to bring the PC into the living room, 
traditionally the home of the console. 

Consoles won’t sit still, either. The long- 
awaited Matsushita console based on the 3DO 
Co.’s M2 technology hasn’t appeared at this 
writing. (It’s been rumored that it’s based on 
twin PowerPC chips and may wind up with a 
DVD drive.) Sega and Sony haven’t said anything 
formally about their future plans, but it’s not un- 
reasonable to expect that each will deliver a suc- 
cessor platform within the next two years. 

Ballard predicts that the capabilities of game 
systems introduced between 1998 and 2000 will 
exceed those of computers once again. “But 
they'll have to start looking more like a PC,” he 
adds. “Gamers 
are going to 
a Of course you know 
this dispute is never 
going to be won. 

. To me, they're 

For now, at 

least, the PC 1s in perfectly even—no 


winners, no losers. 


want more capa- 
bility and more 
functionality,” 


like Internet play. 


the ascendant. 
The battle has 
been joined. And 
The Thread that 
Would Not Die 


lives on. E] 


Andy Hostetler 
Via e-mail 


Peter Olafson is a contributing editor for 
PC Games. He is based in Hoboken, N.]. 
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he road to MDK’s confrontation with bad guy 


Gunta is filled with painful obstacles. But that 


ABBREVIATIONS 


Snipe: Go into sniper mode and use a single 
shot to the head to destroy an alien. 

Parajump: Jump, then hold the key down to 
float the desired distance. 


torment can be eased by following the guidelines 
presented here—many of which come straight from 
the developers’ mouths. Yup, that’s right: We cajoled 
and bullied the guys at Shiny into revealing some of 
the game’s many secrets. Here’s everything you'll 


need to finish the game and experience its wonders. 


LEVEL ONE: LAGUNA BEACH 


Wreid 


Destroy the respawn 
turret, get the Dummy Decoy, 
then go into snipe mode and 

shoot the aliens standing behind 

the targets in the head 

(normal bullets will do the trick). 


Look left at 
the entrance 
to this room 
and line up 
the skull explosive in snipe mode. As the tank 
lands, shoot the explosive to destroy it. 
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Most important: Never, ever, charge 
straight into a room with guns blazing, unless 
you want to get fried in a hurry. As a door 


Look further 
to the left and, still in snipe 
mode, shoot one of the three 
skull explosives in the build- 


ing, destroying the two re- opens, ZO 

spawn turrets. Beware of the to snipe 

kamikaze enemies coming 

from this building; you have mode 

time to take them out easily and scan 
in snipe mode. Go to the right 

and get the Bones Airstrike. avo und. 

in the room at the end, con- Be on the 

centrate fire on the respawn turret. Also, check each of the loo kou t 

enemy foxholes for powerups. At some point, chain gun ammo = 

will drop, along with an extra supply of grenades. Go up to the left and shoot the for alert 

defective droid. Jump in and then go Avatds 


through the room with the enemies (toy 
with them by pressing fire and watch their 
reactions!). At the end, grab the Interesting 
Bomb and fling it at the enemies. Then hide. 


ne 


Fire a sniper 
grenade at 
the head of 
the enemy 
controller. 
One careful 
shot should 
take him out. If it doesn’t, don’t panic—sniper grenades 
will appear after a while to give you a hand. 


This next corridor has a few 
kamikaze bombers. Snipe two or three of 
the guards having a chat on the far right. 
Chain ammo should make short work of 


the respawn turret to the left. Run in and Keep the parajump on 

shoot the alert droid, then run up the pas- and float toward the guns as far 
sage to the right, destroying the respawn memes as possible, before landing on — 

turret at the top. There are some homing Sir are ang nag one of the platforms. Watch the 

bullets to the right inside the entrance, and firing pattern and time your move 

grenades in the train. Destroy the tank across the platforms to avoid the 

with grenades. 5 3 bolts. Should you fall off, there 
Te ee eae are respawn turrets, as well as | 

mee homing sniper grenades and a 

150 health, on the ground. 

Room 7: 


guns, face them and then sidestep along, 
dodging the bolts. Should you need health, 
there’s a 100 powerup in the pit. 


On the parachute drop before 
each level, don’t panic. Keep 
moving around; the radar will hit 
you at some point, but if you keep 
moving, the missiles won't. All 
the powerups are useful, but chain 
gun ammo ts especially so; try to 
get this one. 


decoykurt 


Room 2: Snipe the alert droid, then take out the two 
gun emplacements. There’s a Dummy Decoy to the 


The re’ 
a bile bee Lea left and homing bullets to the right. Reinforcements 
point—two fia = atry will arrive: Kill them and get the chain ammo from 


in the pool. Pat the dog (with bullets!). 


Go down the | 
ramp carefully 
and snipe the 
two guards: 

ahead. While | 


the sides of the a os Two kamikaze guards run out. 
Run and jump across the ramp to your right. There’s a tough guard, : — D 
_ and sniper ammo. Try to get him with one shot, but get out of the way of the ramp and inch down until you can see 
_ if he turns. Jump around to the left, up the ramp, and leap across to _ the guy on the airboard. Sniping | him in the 

the chain ammo, and then across to the Bones powerup. : head will leave his board, which you can. jump — 
As you approach the end door, there’s an alert droid to your right. on to get the World's Most Inte es 
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LEVEL 4: 


When the action gets intense, try to concentrate your fire on one enemy : 
at a time (eye the green bar at the top left to see how much damage you’re Ki RKCALDY, SCOTLAN D 
doing). Also, always make sure that when you’re firing, you’re actually hit- 
ting something: bullets turn green or red when you’re inflicting damage. 


Room 1: 


Room 3: Snipe the guard and take out the guns 
to the left. Enter the area with three water 
tanks. Concentrate on just one tank and shoot 
it until it explodes. Repeat this for all three, 
minding the dogs who come to bother you. 
Jump on the wobbling board. 

Room 4: Pick up all the useful powerups 

(leave any health apples you don’t need right 
now). Shoot the walls. Run into the center 

of this enemy-infested room and throw the 
Interesting Bomb. Respawn points are your 
main priority: If you don’t have the bomb, use 
grenades to destroy the respawns. The Tornado 
and Dummy Decoy will be useful if things get 
really hairy...which they will. 


floor, jump to the block with the 
straight ahead and destroy the 
gate mechanism. Beware the 
kamikazes through the door and 
also the two charging guards — 

around the corner. Shoot the 
bottom-left corner of the 
structure (the bullets turn red). 


Board Ride #2: 


Hit the two gun emplacements with 
normal bullets in snipe mode, then use sniper 
grenades on the respawn turret found on the 
green ledge (you can see the bottom-left cor- 
ner of it from the entry). On the floor, strafe to 


avoid the charging aliens. There’s a 150 : : yh 

health running around. Jump into the lowest Through the door, snipe the 

red square, but don’t go out into the open alert droid and the guy on the board Room 3: 
right. Snipe the two guards on the yellow . 


platform. Get the chain ammo and Tomado. 
The blue room at the top is the exit; before 
jumping to there, throw in a couple of mor- 
tars (watch the bullet cams) to destroy the 
_blue guard. From the edge of the blue area 
you can parajump to the ledge with the 
Bones powerup. 


Room 6: Snipe the two guns at the far end 
and destroy the guards. Up the air shaft, 
destroy the guards at the top. Snipe the two 
guards to either side of the big guard and run 
toward him. Two airboard riders will appear 
over his shoulder; run back the way you 


came, halt, and go into snipe mode. Both air- snipe the four balls as they glow and 

boarders will pause momentarily; a very skill- stop spinning. This will take a few 

ful head shot will release a board for you to attempts, so be aban i avons = 

take a ride. Should you manage this, relax and bolts they fire. There's a 50 noann 

watch the fun (and fire when ready). should you need It. Hit all four red 
balls to end the level. | Keep run mode on virtually all the time. 
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Snipe the guards and the blue 
bolt—firing balls on the ship. There are two 
alert droids—one in the middle of the main 
floor area (get it once the ship is destroyed) 
and the other in front of the nuke door. 


Room 5: 


Board Ride #3: 


Run 
up the near- 
est ramp, 
jump onto 
the next 
block, and run and parajump in the direc- 
tion you’re facing onto a concealed corri- 
dor. Snipe the skull bomb. The ridge pro- 
tects you from fire from the ship, so just 
biast it. Snipe the guard to the left. To 
open the barrier, push the forklift onto the 
yellow square by firing at it. To bypass 
this, from the ledge with the ridge, turn to 
the right and jump to grab onto another 
concealed ledge that leads down behind 
the barrier. Collect the chain ammo after 


you’ve destroyed and moved the forklift. 
Room 2: 


Room 3: 


j ss 
Snipe the big guard from 
behind the block and take out one of the 
guards in front of the ship (the other runs 
into it) and the one behind the ship. 


Blast the creatures and shoot the 

world until it falls. Pick up the mortars 
from the far side. Parajump down, firing 
as you go, and you should be able to 
destroy everything before you land. Watch 
out for two red guards turning up. 


In snipe mode: 1 = normal bullets, 
2 = homing bullets, 3 = sniper grenades, 
4 = homing sniper grenades, 5 = mortar, 6 = Bones airstrike. 


Never collect health (especially 50, 100, and 150 powerups) unless you really 
need it. In many cases, you can go back and collect it—and you'll need to. 
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Snipe the alert droid and the two 
dozing guards. Destroy the blue guard at 
the right opening. Snipe the sleeping 
guards inside to get the grenades and 
nuke, On the other side, snipe the alert 
droid to make taking out the sleeping 
guards a simple matter of one bullet to the 
head. Go up the ramp fast and use 
grenades to destroy three respawn turrets 
(and an alert droid). At the other side, 
snipe the alert droid. Either drop the 
Thumper down the hole or use a couple of 
mortars to destroy the blue 
guard. Another blue guard at 
the top of the ramp can be 
taken out with two mortars. 


This is a mad dash for freedom. 
Running to the left, grab the chain ammo 
from behind the central pillar. Either run 
down the middie, destroying the respawn 
turrets, or make quicker headway by 
going down the path on the right side of 
the channel (getting the homing sniper 
grenades as you go). Destroy the blue 
guard, nuke the door, nab the 50 health, 
and get the hell out. 


~z~ 
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ATING PENDING 


©1997 Hudson Soft Co.,Ltd. All rights reserved. Atomic Bomberman is a trademark of Hudson Soft Co.,Ltd. All rights reserved. Interplay is a registerd trademark of Interplay Productions. All rights reserved. Interplayis thé Sole.publisher and distributor. — 
Licensed from Hudson Soft Co., Ltd. Windows and the Windows 95 logo are registered trademarks of Microsoft Co ion, All rights reserved. All other trademarks and copyrights are property of their respective owners. 


Windows” 95 
Windows” 3.1 


Congratulations. : 
You Just Gave Birth to a Bouncing 
Baby Norn Named Tobyt 


your Norns 
to eat, speak and | 
interact with you (ae 
and other creatures. Saas 


ss your 
creatures to breed. 


CT your Norns "Ss 
— from Nasty ©. 
, Grendels. | 


<" 
a 4 ‘ 
5 

¢ 


HS 


. 


new 
generations of creatures 
with other proud parents 
over the Internet. 


www.creatures.mindscape.com 
- 


corer : Create Real Life on Your PC 


at Software Retailers Everywhere or call us at 1-800-234-3088 


Creatures™ and ©1996-97 CyberLife Technologies Ltd. Alll rights reserved. Published and distributed by Mindscape, Inc. under exclusive license from CyberLife Technologies. Produced under exclusive license from 
CT Interactive Software (Europe) Limited. Mindscape is a registered trademark and the Mindscape Logo is a trademark of Mindscape, Inc. Windows and Microsoft are registered trademarks of Microsoft Corporation. 


Macintosh is a registered trademark and Mac is a trademark of Apple Computer, Inc. All other trademarks and registered trademarks are the property of their respective holders. 


Snipe the guy in the turret. (One 
shot will draw his attention to make hitting | 
his head a lot easier). Jump to the floor and 
kill the dog. Snipe the other two floating 
turrets. Snipe the four red guards: there are 
two to the left, two to the right. Go back up 
the ramp and parajump to the air shaft to 
the right. Paraglide across to the next, then 
to the highest. Turn to face the exit and 


; : 
ss S , 
| x 7 
“ EL 3 7 
i = 


A perfect example of the 
of snipe mode. Take out the two alert droids mound and watch the ship. This is tough: 
straight ahead. Look to the right: There’s The ship is only still for a second or so, so 


another alert droid hidden behind the blocks. 
Jump up to the right, onto the slope, and look 
behind the block to see another droid. Kill 
this one, run and grab the chain ammo, and 
take care of all the enemies. | 
Push a truck to jump onto the block by the 
entrance. Tum to face the narrow ledge. Turn 
off run mode and parajump so that you pull 
up on this thin platform. Jump up onto the 
wider ledge. Try to time shooting the forklift 
so that it stops near the next platform. (if it 
falls off, another emerges from the area with 
_ the 50 health.) Jump on the truck, onto the 
platforms, then to the exit. 


make your snipe shots at the balls count. As 
the ship flies overhead, keep moving and be 
wary of a red guard dropping in. If you need 
health, there’s a 50 and chain ammo on the 
floor below the mound, but you need to 
avoid a rolling ball. Take out all the balls to 
watch Gunta run off with Bones, 


The big guards can be 
sniped with one shot by 
hitting them 1n the eye. 


Pye 
Ey 


Room 1: 


ter 


masterblas 


The final confrontation: 


Now sit back and enjoy 
the amazing finale. 
Congratulations! But, can 
you do it on Hard difficulty, 
just saving at the end of 
every level? 
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WHATS RIGHT FOR YOU 


or more than a year, PC Games has been cooing about 

the joys of 3D video acceleration. If our incoming mail 

Is any indication, our readers have been taking notice. 
Unfortunately, it’s one thing to be sold on the joys of 3D 
video, and quite another making sense of all the competing 
accelerators and chipsets. We can tell you’re confused, 
because hundreds of you have asked us, “What should I 
buy?” Here’s our answer. 


What You Need 


Lusting after a 3D Lara Croft is not enough of a foundation 
for 3D video; your hardware is going to have to be up to the 
task. A lot of the 3D questions we’ve received have 

come from people with 486 machines who wantto 


buy a video accelerator. Although we encourage 
serlous gamers to move up to a fast Pentium 
as soon as possible, adding a 3D board to 

a 486 is possible as long as the mother- 
board has PCI expansion slots. PCI is 
a faster motherboard architec- 

ture that was standardized 

with the arrival of the Pentium 

chip; all of the hot new 3D 

boards are PCI-slot accelera- 

tors. Some late-model DX2 

and DX4 486 motherboards 

came with PCI slots, but there won’t be many such systems 
out there. Bottom line: If you own a Pentium, you don’t 
have to worry. To be sure, check your computer’s mother- 
board manual to determine which slots are PCI—they are 
usually shorter than the ISA slots your sound card or inter- 
nal modem is plugged into. 


What 3D Is Right for You 


Accelerators come in two flavors—as an add-on to an exist- 
ing SVGA controller, or as an all-in-one 2D/3D product that 
replaces your existing SVGA controller. To figure out what 
type of accelerator you should be looking at, here are a few 
gamer stereotypes to match yourself against; choose the one 
that fits your equipment. 

Do you own a garage-shop wonder? If you purchased 


By George 
T. Chronis 


your computer from a local retailer that builds to order, it’s 
very likely that the video controller is an add-on board. Such 
retailers appreciate the customizability of a bare mother- 
board, making it easy to add different components as re- 
quested by customers. If you own one of these systems, you 
actually have the most 3D accelerator options, and can go 
all-in-one or add-on. If you purchased your system recently, 
chances are you already have a fast 2D SVGA card, such as 
a Diamond Stealth, on the motherboard. 
If this is the case, there’s no reason Ee Tk he 
to dump your investment; buy an 
add-on 3D card that will work with 
what you’ve got. But if you have an 
older Pentium under 100MHz, your 
2D card may be a slow performer, 
and a replacement all-in-one 
2D/3D accelerator makes 
sense because it will speed 
everything up. 

Do you own a 
brand-name con- 
sumer PC? If 
you own a 
Compaq, HP, Acer or 
Sony computer from a 
major retailer, your SVGA 
controller is most likely built into 
the motherboard. Your easiest solution is to buy an add-on 
3D accelerator that works in concert with your mother- 
board video. You can add an all-in-one card, but you'll 
have to disable the built-in video first. The problem 
with that is that not all motherboards work hand- 
in-hand with Windows 95. If they 
don’t, Win 95 will always find the 
built-in video every time you start the 
computer, and there will be a resource 
conflict that disables your all-in- 
one card unless you can figure 

out what switches to throw on the 
motherboard to turn off the origi- 
nal video for good. 

Do you own a cost-is-no-option 

computer built for speed? If you 
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Advertisement 


f there’s one thing that’s been 
missing in the recent deluge 
of PC games, its itense 
action. I’m talking about the 
type of gameplay that gets 
your heart racing, your hands sweating 
and keeps you short of breath. Well, 
thanks to Blue Byte Software, (makers 
of such classic games as Archimedean 
Dynasty and The Settlers II Gold 
Edition), That’s all about to change... 


Extreme Assault proves that, after 
producing award winning titles in the 
Strategy, RPG and Adventure genres, 
Blue Byte also knows how to cut the 
mustard when it comes to arcade- 
styled, fast-paced intense action games. 


Set in a futuristic theater of war, 
Extreme Assault guides the player 
through six totally different operation 
zones, each sub-divided into multiple 
missions requiring the completion of a 
variety of exciting tasks. Objectives 
range from destroying all the enemy 
units in a given area, to rescuing 
hostages, defending towns, pulverizing 
hidden bases, and even engaging alien 
forces! 

At times you’ll also find yourself in 
restricted quarters and have to transfer 
from your lethal Sioux AH-23 attack 
helicopter to the awesome T-1 battle 
tank. Each vehicle is heavily armed 
with a vast array of weapons ranging 
from Laser Guns and Guided Missiles, 
to enormously powerful Smart Bombs 
and Thunderbolts. And I haven’t even 
mentioned the graphics! 


All of the action 1s viewed in spectacular 
3D, either from your virtual cockpit or 
from the outside of the craft, with 
incredibly colorful graphics and superb 
special effects. Extreme Assault runs on 
a 3D engine so advanced that you can 
enjoy this finely detailed world without 
an accelerator card. The realistic sound 
effects and CD audio track further 
enhance your immersion into this 
exhilarating and treacherous world 
created by Blue Byte. 


Bottom line... Extreme Assault is 
THE 3D intense action game for the PC! 


Matt Broughton 


© 1997 Blue Byte Software. All rights reserved. 
“Extreme Assault” is a trademark of Blue Byte Software. 
“MMX’ is a trademark of Intel. 


3Dfx would like nothing 
better than to sew up 


the 3D video business. 


purchased something like a Falcon 
Northwest system a while back and still want the 
fastest video benchmarks on the block, you’ll want 
to invest in all-new 2D and 3D cards. First, you 
replace your existing 2D card with a screamer like 
Diamond’s Stealth 3D 2000 Pro. Then you install a 
newer, better, faster add-on 3D accelerator. 


All-in-One Accelerators 


Now that you’ve figured out that an all-in-one card 
is right for you, we'll tell you that PC Games has 
been most pleased with the accelerators based on 
the Rendition Vérité chipset. Why? Because 
Rendition is one of the few 3D options to rise to 
the top in a very 
crowded market- 


place. Not only 
is it a good 2D 
performer, it 


ws 


time to tweak a game around it. But we ex- 


pect most D3D games—at least for now— 
ASS to be quick ports that add good 3D, but 


not great 3D. Because many games will be 
written to be specifically compatible with 
Rendition cards, and Rendition cards are 
also D3D-compatible, they get the 
all-in-one nod. 
When you begin to shop around, you'll 
find four Rendition 
accelerators to choose Looking for an 
from. Sierra’s Screamin’ all-in-one 3D 
3D and Canopus’ Total 
3D are both made by 
Canopus; we’ve been 
happy with the utility 
and reliability of the drivers provided with both. 
You'll pay less for the Sierra version, but Canopus’ 
model comes with extra options, such as a set of 
3D glasses. Intergraph’s Intense 3D card is also 
very good, although you may not find it every- 
where. Creative’s 3D Blaster is a good Rendition 
product, too, and is widely distributed. 


Add-On Accelerators 


We can’t hide our enthusiasm for 3Dfx’s 
Voodoo chipset. As with Rendition’s 


accelerator? Those 
using the Rendition 
chipset are excellent. 


may have driver problems when installed on MMX 
Pentiums, at least until those conflicts are solved. 

A good alternative to the Voodoo cards is an 
add-on board from VideoLogic called 


the Apocalypse 3D. This accelera- 
b\ tor has already found its way 
\ into Compaq’s high-end game 
q systems; expect it to turn up 
in other consumer boxes 
as well. While the 
Apocalypse 3D is fast 
and very capable and supports 
= D3D, we haven’t seen as many devel- 
~ opers come out and say they’re writing their 
games to work specifically with it as com- 
pared to the Voodoo accelerators. Despite 
this, some high-profile games such as Psygnosis’ 
WipeOut XL are being specifically adapted to the 
Apocalypse 3D. However, until the balance of di- 
rect ports evens out, we still recommend the 
Voodoo 3D accelerators. 


End Game 


If you go out and shop today, expect any 3D accel- 
erator to cost you just under $200, whether it’s an 
all-in-one or an add-on card. Double your budget 
if you plan on buying a separate fast 2D card. As 


is an excel- Verité chipset, developers are writing their with everything in PC gaming, prices will continue 
lent 3D per- games to take direct advantage of 3D to fall and new products will make everything writ- 
former as Voodoo boards. Even better, Voodoo 3D ten above obsolete soon after you read it. Before 
well—much graphics offer better smoothing and filtering the end of the year, 
better than $3 Virge- of images for a richer If you’re looking for a you can expect next- 


based 3D cards. More importantly, look than you can get 


from Rendition-based 


generation versions of 
the Rendition Vérité 


Voodoo accelerator, 
Diamond’s will be the 


Orchid makes a 


most developers are designing their up- Voodoo accelerator called 


coming games to access only two 3D 
accelerator chipsets directly, and one of 
those is Rendition. Going direct to 3D hardware is 
important, because it delivers faster 3D frame rates 
and better 3D picture quality—and you'll want 
both for modern game performance. 

There are other good all-in-one 3D cards. 
TechWorks’ new Ultimate 3D board has what it 
takes to be a strong contender, but it relies on 
Microsoft’s Direct3D API, a more general software 
3D standard, to accelerate games. Great things can 
be done with Direct3D if developers take the extra 


dition Accelera 
Intense 


the Righteous 3D. cards. Frame rates ob- 


tained with Voodoo 
accelerators are also some of the highest around. 
Right now, you have only two ° 
Voodoo options to choose from: 
Diamond’s Monster 3D and Orchid’s 
Righteous 3D. Both are D3D-com- 
patible and are pretty close in features, 
differing mostly in the suite of drivers each 
company includes in the box. We can recom- 
mend both, but we'll give the nod to Diamond’s 


Monster 3D because of reports that Orchid’s product 


easiest to find. chipset, and 3Dfx 


has enhanced Voodoo 
technology ready to go. 
Likewise, other graphics- 
card companies have 
better products that 
~ will soon be competing with 
today’s 3D leaders. One of the 
first of these is ATI with its 3D Rage Pro, 
which makes use of Intel’s new accelerator graphics 
port. By the end of summer, ATI could eclipse 


Rendition. Stay tuned. 
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Action! Humor! Atmoshere! Blood Excellent level design, brilliant 
does it all with a heavy dose of weapons... an excellent addition 
horror! «PO Ganier to the shooting genre. 


-Next Generation On-Line 
It doesn’t get any better than this... 
“PC Gaming Review Eye Poppin’ Demo Award 


-Gamepen 


DOS! PC 


CD-ROM dunia as _PLAYE hs 


ull—blocded version 


MORE BLOODY FEATURES 
34 deer red levels 


all 4 episodes featuring gore galore, true rooms-over-rooms and hidden hellholes 


& dedicated multiclayer 
hlocdbhath levels 


optimized for KALI, featuring team-play and all new humiliations 


12 sick, sick weapons 


including voodoo dolls, tesla cannons and life leeches 


. phantasms, chrysalids and the almighty Tchernobog 


mar editor 


build your own abomination 


™ 


LL 


™ 


: © 1997 Monolith Productions, Inc. All i Rights Reserved. Blood is a trademark of Monolith Productions, PO Box 3268, Kirkland, WA 98083. This game uses the Build engine 
www.lith.com and tools by Ken Silverman. Published and distributed by GT Interactive Software Corp. All other trademarks are the property of their respective companies. 


Afterlife Lords of the Realm Il 
(LucasArts) (Sierra On-Line) 


AH-64D Longbow Master of Orion II 


(Electronic Arts) (MicroProse) 


Civilization II MechWarrior 2: 


(MicroProse) Nercenaries 
(Activision) 


Close Combat 
(Microsoft) NMDK 


(Playmates Interactive) 


Command & 
Conquer: Red Alert The Neverhood 


(Westwood Studios) (DreamWorks) 
Crusader: The Pandora 
No Regret Directive 

(Origin Systems) (Access Software) 


Daggerfall Quake 
(Bethesda Softworks) (GT Interactive) 


For games we've rated as an A or A- Diablo Settlers Ii: Gold Ed. 
over the past year, admittance to the (Blizzard Entertainment) (Blue Byte) 

A-List is the ultimate honor; if it’s on 
this list, it's not just great, it rocks. 
Serious gamers will want all of these 


titles in their collections. Only the best Links LS Wing Commander IV 


are good enough for the A-List. (Access Software) (Origin Systems) 


Duke Nukem 3D Syndicate Wars 
(GT Interactive) (Electronic Arts) 


HOW WE RATE GAMES 


ere at PC Games we use a letter-grade system to rate games. Everyone who's gone to 
H school knows what our grades mean without needing an in-depth explanation or clever 
chart: an A+ is the best score possible and an F is a complete bust. To give you a better feel 
for the overall quality of a title, we rate each game in six key areas. We also select a Game of 
the Month for each issue. 


GAME of the MONTH: The PC Games Game of the Month is the one title among the 
month's releases that stands out from the rest. It's generally the 
best overall game of the month, although occasionally a game will 
warrant this honor despite its not being rated as highly as some 
other games because it’s a standout in one or more areas. 


GAMEPLAY: In a nutshell, how much fun is it to play? This takes into account 
the quality of the game's interface and control scheme. 


GETTING STARTED: How much reading, studying, and hardware-tweaking are required 
‘before you can start to have fun? (The less the better.) 


WHAT WE'RE PLAYING 


Yes, the PC Games editors play tons 
of games, but there are some that 
we ve stuck with beyond the call 

of duty. Here are the five games 

we ve been playing the most 

over the past month. 


‘| Xing vs. TIE Fighter | | 
2 Quake ai | 
3 MDK 


A Need for Speed 
5 outlaws 


gle 
rape 


GRAPHICS: How advanced and attractive are the game’s visual elements, and 
‘how well do they serve the game? 


SOUND CHECK: How good are the game's sound effects and musical score, and 
‘how well do they serve the game? 


» How much value will you get from the game’s multiplayer element, 
MULTIPLAYER: if there is one? (N/A = not available) This takes into account ease 
of multiplayer setup. An independent rating. 
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Call for 


Win 95 Demo. 
Supplies Limited 


Dark Rift brings out the best in people. Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to 
move Eve into the path of his axe. And you'll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more 
often with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 95 and get flesh scorching 
projectiles, hyper quick | ten ni ee blazing frame rates and some very slaves surprises for the competition. 


\ A 
N64 N64 
Nintendo® and N64 are trademarks of NINTENDO OF AMERICA INC. ; 
Dark Rift™, Kronos™, their logos and characters are trademarks of and © 1996 Kronos MRONOS ap VIC TOKAI INC. 
Digital Entertainment, Inc. All rights reserved. Distributed by VIC TOKAI INC. DIGITAL ENTERTAINMENT INC 22904 Lockness Avenue 


Torrance, CA 90501 
(31 0) 326-8880 


By Rob Smith 


Our story began last issue 


with the introduction of 
Redline, Beyond Games’ 


ri} 
Redline: | 


The Continuing story 


“It works, honest. Well, it did yesterday.” Y 


Lead programmer Kris Johnson (right) 
and Al/networking guru Bruce Johnson 
try to figure out what’s going on. 


velicular combat actioner for 

the next-generation PC. The level-creation and 
map-building tools have been fully formed, and 
their potential is only now being explored as the 
game begins to take shape. Completion is still some 
way off, but the development story continues... 


s any novice Duke Builder or Quake C level 

editor will tell you, designing game levels is an 

art. Throwing together a bunch of variously 
shaped rooms, populated by a menagerie of evil 
denizens in a mish-mash of corridors and plat- 
forms, is not the path to a great game. Yet every 
level-design utility is restricted by the limitations of 
its core game engine. You can’t create true 3D lev- 
els for Duke, because the Build engine can’t do it. 
With Redline, the guys at Beyond Games have 
their own little level-design quandary: Where do 
you draw the line when the technology at your 


fingertips imposes incredibly few restrictions? 


Rather than spending time creating detailed concept art 
to show the designs, the team uses whiteboards for 
quick sketches. These ideas are then translated quickly 
into the game through the scripting engine. 


Level design heavily affects the storyline, which 
Beyond sees as key to Redline. As producer Clark 
Stacey puts it: “There are two areas where we’re 
breaking new ground—the technology and the in- 
corporation of the story into the gameplay. Level 
design is very egalitarian; everyone is involved in 
the process.” 

“We have a big meeting for every map,” 
continues Kris Johnson, lead programmer on 
Redline. “All the ideas are put forward, and 
then it goes to the artists to change. At least 20 
percent of the maps have to be revisited once the 
details are put in place.” 

Conversely, the story impacts the 
outcome of these creative meetings 
where all the cool map ideas are dis- 
cussed. “We considering having a large 
gargoyle spewing flames intermittently 
over the Coliseum level,” says Stacey. 
“It would take a week of coding, ani- 
mating, and building him, and then we 
asked, ‘Why would he be there?’ There 
was no cohesive explanation [except] 
that the engine could cope with it and 
it would be cool. But it didn’t fit with 
the story, so it was dumped.” 

The Beyond crew is currently 
tweaking mission structures, which can 
only be finalized once they’ve incorpo- 
rated the full physics model into the 
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Artist Jim Meier has 
created some spectacular 
artwork aside from that 

V featured in the game. 


bat 


tf : 

Duld you accept a pitch A 
for a game from this 
man? More to the point, 
could you say no? 


The designers render the game’s 3D 
models using Wavefront. 


game engine. As it stands, tweaks to the levels will 
be necessary when it becomes apparent that the re- 
alistic physics model won’t allow the cars to make 
certain jumps or maneuver around tight corners. 

Objects such as barriers surrounding the roads 
will have their own dynamics; they’ll take damage 
and be weakened by impact. Thus, a likely scenario 
has car one taking the corner too fast, hitting the 
barrier and moving on; car two does the same, but 
the impact from car three is more than the barrier 
can take, so it breaks and the car hurtles over the 
edge of a chasm. 

Producer Ted Tahquechi, who works for pub- 
lisher Accolade on the project, adds: “It’s important 
to integrate the car-jacking elements into mission de- 
sign—having to get out of your car and go to floor 
three of a building. But while you’re in the building, 
your car might be stolen if it isn’t adequately pro- 
tected with spikes in the steering wheel, remote- 
control booby-traps to bring thieves to a swift halt, 
or remote-control ejection seats,” which you'll view 


via a quick cut scene. 


i TO ‘RE 51ST, YOU MUST | 
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lenging puzzles, and 

a Slightly warped sense 
of humor. Rescue your 
village by slaying the 
four foul creatures that 
ad terrorize your world. 
Fly in airships, steal candy from babies, go 


commander of your 
country's most elite 
| WWI flying squadron. 
Decide WWI's most 


elements of stealth, 
ambush, program in- 
telligence, stunning 
futuristic graphics and 
exciting aerial battles. a wide open playing 
Enhanced artificial = etiid §$environment. In the 
intelligence and a not too distant Tuture, alien beings known 


Straight to Hell on an elevator, and solve new dynamic mission generator challenge as Stream Riders invade Earth and force 
a parcel of puzzles along the way. even the most experienced aces. the human race into slavery. Fully 3D. 


Creative PC- Monopoly Muzzle 
DVD Drive $49.00 Velocity 
$495.00 State -of-the-art high $34.95 


resolution 3D graphics 
animate tokens, de- 
velop properties, and 
more! Compete simul- 
taneously in multiple 

: languages...the game 
performs translations and currency exchanges 
in real time. Up to 6 can play over the Inter- 
net or on a local area network. 


The revolution is 
NOW! Stop wasting 
your money on 16X CD-ROM drives, buy a DVD 
drive today. Current CD-ROM titles can easily 
be run. DVD titles provide higher resolution pic- 
tures, richer graphics, more channels of digital 
audio, less video distortion, and more multime- 
dia fun. Gigabytes of data can be stored on a 
standard DVD-ROM, providing more data on 
one disk (up to 17GB per disk). 


} A true war strategy 
game that puts you 
in the middle of the 
action. A real-time 
interactive 3D envi- 
aia ronment. You'll have 
complete control over battle strategy and 
tactics, artillery, inventory...everything. 
Report for action immediately! 
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Designing Redline for play in large online tourna- 
ments will be a key focus of development. From a 
story standpoint, taking part online won't purely 
be for some small-scale kudos—instead, it will 
actually affect the game world. A certain level of 
gang rank progression will be available through the 
single-player missions, but the idea is for the 
Redline story to work much like a MUD in that 
playing in tournaments gives you the chance to as- 
cend further. This won’t be just some game ladder; 
gang leaders will get the opportunity to control 
the gang’s philosophies, know their secrets, make 
alliances, and really shape a bigger game universe. 
The two featured gangs, The Red Sixers and The 
Company, have well-defined agendas, to which the 
online development of the story will adhere. 

Multiplayer throws up its own conundrums, 
though, which Beyond realizes are tricky to accom- 
modate. “The main problem for latency is that we 
have four viewpoints to track from each of the 
views you can look out of the car [forward, back- 
ward, and to the left and right],” says Stacey. Also, 
because the game supports DirectPlay and uses 
Microsoft’s lobby model, the number 
of packets to be swapped following 
all the possibilities—including the 
option to jump out of the car at any 
point—creates a concern that needs 
careful consideration. 

“We don’t pretend that we’re go- 
ing to solve the world’s latency prob- 
lems with Redline’s packet transfer; 
you will end up having better connec- 
tions to people using a nearby Internet 
hub, and it’s unlikely to be really 
playable against people scattered all 
over the world,” Stacey says. “But 
somewhere between our imagination and 


Accolade’s pocket, it will happen.” 


adar in the top left will give you an 


Six players 
over the Internet 
and 16 over a 
LAN are the op- 
tions currently 
projected to be 
ready at ship 
time. Discussions 
with the online 
services are under 
way, and the idea 
of a Redline.net server is not out of the question. 

Bruce Johnson is charged with making the net- 
working features function, and ensuring that the Al 
is up to scratch. The latter is a case of making the en- 


emies understand destructible objects and the use of 


weapons—and each individual enemy is to be given a 


different character or set of instructions. So if you 
have two enemy gang members next to each other, 
perhaps one can shoot only if fired on, while the 


other can attack anything that enters his line of sight. 


‘s in a Name? 


Ever wondered about the process of naming a 
game? In Redline’s case, Battle Wheels was tried 
early on, but that title had been used on a Lynx 
game that Beyond developed years ago and even- 
tually dropped. Clutch, Skulldozer, and Triactor 
were all nominated, but were finally canned as 
Redline became the popular choice. 

What of its relationship to the story? “Well, that 
had to be added,” Stacey acknowledges. “The com- 
petitors in the tournaments all have explosive bands 


around their necks and each arena is bordered: 


cross the Redline, and the necklace detonates.” 


ekety bridge, or circle up 
this huge structure. 
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The Next Phase 


The release date looms, and the team is really 
cranking on smoothing out the rough edges of 
level design and mission structure. After that, the 


physics model will be added, along with Al, for the 


Mounted weapons on four sides of the car 
make multiplay tough, but they sure 
will add to the action. 


game to begin taking a more recognizable shape. 
Explosions need to go in, and the great multiplayer 
questions need answering. There’s still much to do! 

Beyond is recruiting four level designers and two 
other team members as intense testing begins. But the 
core Beyond Games team members have clear ideas 
of where Redline is heading and what it means on a 
personal level; all game development is a labor of 
love. For Jim Meier, the lead rendering artist, Redline 
represents “what every 3D artist has ever wanted to 
do in a game but couldn’t because of the technical 
limitations.” The way Kris Johnson sees it: “I’ve 
finally managed to include all the concepts of a game 
that I wanted to. It has everything we wanted from 
day one, and the technology has allowed us to in- 
clude all the crazy things we wanted to do.” 


And the story goes on... 


For the first part of our Redline series, — 
and more from Part Il, go to our Web site, 
www.pcgames.com. 


DEVELOPER: 
PUBLISHER: 


Beyond Games 
Accolade 
800-245-7744 
www.accolade.com 
Win 95 CD 

October 1997 


PLATFORM: 
AVAILABLE: 
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Quake 2 


ne look at this high-resolution, 

texture-smoothed screenshot 

provides obvious proof that id 
has OpenGL 3D acceleration in mind 
up front for its Quake sequel. id level 
designer Tim Willits says, “We would 
like to remind you that levels, monsters, and 


art change daily, and what you see here may 


New monsters, 
better levels, 
same lava 


Despite the fact that the architecture in these 


not be included 
in the final game.” 
Okay, we’ve 


been warned. 


levels bears a strong visual resemblance to the 
original’s, Quake 2 will show off enhanced 
gadgetry and nuances that didn’t arrive until 
add-on packs like Scourge of Armagon. Expect 
these gadgets to move and rotate, and to be able 


to interact with them. As for the new monsters, 


In addition to 
these new 
foes, the 
suspension 
bridge could 
he one of 
those new 
“moving” 
objects in 
Quake 2. 


how many and what they’ll all 
look like is a closely held secret 


QUAKE 2 
at id. But the cyborg and the 
Deveioren: 
new guard with the Klingon- Wee: 


style spinal cord are definitely AVAILABLE: 


a step up. 

As for story, all we can tell you is what game 
designer Sandy Petersen told us at the Computer 
Game Developers Conference in April: “We 
wanted to get back to a science-fiction theme. 
It’s not going to be space marines a la Doom, 
but we’re definitely going into a different mode 


with Quake 2 —George T: Chronis 


Hexen | Quake 1.5? Possibly 


aven Software’s update to its fantasy-based 

action game will use the original Quake engine, 

but still incorporate some of the new features 
of the upcoming Quake 2: transparency (without 
the need for a 3Dfx card), translucency, dynamic 
scaling to maintain the correct 3D perspective, a 
new lighting technique that incorporates QRAD 
(radiosity—a very complex method of simulating 
ambient light), and mesh instead of wireframe 
models, which allows for better texturing. 

Having access to the original C code (not just 

QuakeC), 


physics—that is, speed of falling, acceleration, and 


Raven 1s also planning changes in the 


other physical factors. Other updates include the 
ability to crouch, changing the game to run at a base 
of 20 frames per second instead of Quake’s 10, 
models containing well over 1,500 polygons, and 
multi-object monsters (so you can chop the legs off a 
monster before decapitating it!). 

Meanwhile, Ultimate Quake patch-creator Mike 
Gummelt—the guy who did the Duke and Henry 
Rollins skins, various classes, and other cool stuff— 
is working on weapon tweaks. And Raven is plan- 
ning AI adjustments, making monsters smarter and 
giving them unique behavior. Further enhancements 


include being able to 
push and break many 
objects, solid dead 
bodies (which won’t 
physically get in your 
way), and the ability 
to deliver finishing 
moves, Mortal 
Kombat-style. 
Continuing the 
storyline of Heretic 
and Hexen, you'll be 
fighting the third 
Serpent Rider. You'll 
be able to engage him 
in one of four differ- 
ent classes, each with four weapons that will 
operate in two different modes, depending on the 
situation. That makes for an amazing 32 different 


ways to slaughter foes. —Christopher Tou 


HEXEN Il 


Devetopen: © Raven Software 
PUBLISHER: Activision 

Wes: www.activision.com 
AVAILABLE: September 1997 
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ATLANTIS 


Cryo Interactive's upcoming fantasy adventure Atlantis 
will, like Versailles (see page 170), have a fully 
controllable 360-degree first-person environment 
thanks to the company’s proprietary 3D technology, 


OMNI. You 
play Seth, a 
heroic young 
lad in search 
of the fabled 
Atlantis. 

The quest 
features more 
than 100 


id Software 
www.idsoftware.com 
October 1997 


“chapters” in five different environ- 
ments. Each location has an 
individual culture, and its denizens 
respond to Seth differently, provid- 
ing help or hindrance. More than 


50 animated 3D characters, each voiced with real- 
time lip-synch, will help you unearth the secrets. 


BLOOD OMEN: 
LEGACY OF KAIN 


Activision is preparing to release a port of this 
Crystal Dynamics—developed PlayStation action/ 
adventure, in which players assume the role of a 
vampire. A great cinematic opening sets the scene 
for an engaging plot that twists and turns as it 
guides you to the secret of ending your bloodlust. 


Egyptian paintings require a powerful 
engine to model in detail. 


All the while, you'll 
explore sinister dungeons 
and crypts in a unique 
isometric view. The 
action Is typically bloody, 
and the developers are 
throwing in puzzles to 
add a cerebral edge to the 
action. Get an early look 
by checking out the demo 
on PC Games.exe. 


DARK 
EARTH 


A year after its debut 
before an amazed 


audience at E3, Dark Earth is nearing completion. 
Stunningly rendered environments make every 
changing angle and screen an aesthetic dream. 
You can interact with more than 100 characters, 
each of whom will respond to you based on 

the demeanor of your character (hostile or civil) 
when you ask them questions. Can you save 


the world from complete, utter darkness? Find 


out this October. 


“es 


Tis aboutto 
launch some real 
“kick ass” boards. 
Brace yourself for new 
ATI RAGE PRO" technology 
-soonyou'llbean 
XPERT@PLAY” experiencing 
killer 3D action at 1.2 million 
triangles per second, awesome 
1D performance and flicker-free 


video/playback. It'll blow you away. 


a ATE changes everything, 


ry 


good reason to 
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t was announced last year that FASA’s 


MechWarrior franchise was moving to 


MicroProse, and it’s taken about that long for 


the reality to sink in. Let’s face it: Activision did a 
wonderful job with Mech 2, and the publisher’s 
strong mercenary streak succeeded in porting the 


game to just about every graphic card and game 


platform imaginable. Meeting such high expectations 


Can you say 


MUNGA? 


won't be easy for 
MicroProse, but 
early indications are 
that this publisher 


has some grand plans for MechWarrior 3. 


The new game is being built upon the same 


BattleTech universe that has been evolving for 15 
years, and will make use of FASA’s MUNGA tech- 
nology, which is used at Virtual World centers. 


Like MechWarrior 2 and Mercenaries, drivers 


can tweak their mounts, but the level of customiz- 


ability will be greater in MechWarrior 3. Players 


can now scav- 
enge recent 
battlefields 


for useful ae to see a greater 


equipment emphasis on terrain 
to augment during mission planning 
and repair in MechWarrior 3. 


their mechs. 
In addition, you can apply unique colors and battle 
emblems from an extensive library provided in the 
game; if these are not enough, players can design 
their own. The other area that has been opened 


up is mission de- 


sign. Players now 


have control over 


AVAILABLE: June 1998 


mission targets and 

tactical planning. 
MicroProse won’t say how many people will be 

able to battle it out over LANs or the Internet, but 


we're hoping it’s 16 or more. —George T. Chronis 


Flying Nightmares II 


pically, when a game tries to take on multiple 


personalities—part action, part role-playing, for 


example—tt fails at both. Flying Nightmares 2, 


however, aims to offer an aggressive flight-sim 


design that incorporates a full-bore strategy game. 


The first thing you’ll notice are the amazing 


graphics. Support for Direct3D, 3Dfx, Rendition, 
PowerVR, and MMX out of the gate, is all aimed 
at ensuring that FN II is on the cutting edge in the 


looks department. 


The sim includes one campaign with 24 missions 
in which you fly both an AV-8B Harrier 2 assault 
plane and an AH-1W Cobra attack helicopter to 


Part flight 


sim, part 


strategy game 


help quell an upris- 
ing in Cuba. Each 

craft will include a 
hot-looking virtual 
cockpit designed to 


enhance your perhipheral vision in the air. “Flight 


sims have reached a point of stagnation; we want to 


bring a new experience to the table,” producer 


Bryan Walker says. 


Commandant is the real-time strategy-game side. 
You'll be able to play in single and multiplayer 


games with up to 16 players, divided into two teams 


in a single game. Each team will have a “comman- 
dant” who will direct the action, issuing orders to 
computer and human-controlled units alike. 

Units will have to contend with real-life issues 
such as line of sight, and respond to orders such as 
entrench, hide, charge, suppress and bypass, and 
defend. Each commandant will assign targets for 
player-controlled human pilots to take out. 

You'll be able to broadcast your own Internet 
games and find other games via a slick included 
utility that mimics QuakeWorld, and it’s also likely 
that FN II will appear on one or more of the 
Internet gaming services. 

—Steve Klett 


FLYING NIGHTMARE 
DevELopeR: Wolfpack/Eidos 


PUBLISHER: Eidos Interactive 
Wes: www.eidos.com 
AVAILABLE: September 1997 
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|-Magic and Digital Integration are teaming up on 


MECHWARRIOR : 


PUBLISHER: MicroProse 
Wes: www.microprose.com 


iF-16 VIPER 


In a refreshing change from the F-22 sims craze, 


iF-16 Viper for release this fall. iF-16 Viper 
sports 30 total missions in 3 campaigns set 
in Korea, Israel, and Cyprus. Like Hind and 
Apache, Viper will allow head-to-head play over 
a modem, plus LAN play for up to 16 players. 


IPANZER ‘44 
Fresh off the heels of its iM1A2 Abrams release, 
|-Magic is planning another tank-busting game, 

and this time the theatre is WWII. 
Designed by the Abrams team, iPanzer 
‘44 will contain a new terrain engine and 
allow players to control an American 
(Sherman), Russian (T-34), or German 
(Panther) tank. You'll be able to shoot it 
out head-to-head 
via modem or over 
a LAN with seven 
other people. 
iPanzer ‘44 

should be out 

by Christmas. 


SHATTERED REALITY 


Now for something completely different from 
|-Magic: a new “hovercraft” shooter called Shattered 
Reality. Heavy on explosive action, Shattered Reality 
will feature detailed graphic effects such as special 
source lighting when weapons are fired. The game will 
support various 3D graphics accelerators, and offer 
both head-to-head and LAN play for up to eight people. 
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Fly both the Harrier jet and 
Cobra attack helicopter. 


Introducing GamePower. 
The game site with killer reviews and everything else you need to win. 


Stay ahead of the game. 


WWW.gamepower.com 


GAME 
of the YEARI 


Game of the Year 
— GameSpot 


Game ot the Year 


- Computer Game Entertainment 


Role-Playing Game of the Year 


- Computer & Net Player 


RPG of the Year 


- Computer Games Strategy Plus 


Editors Choice Award 


- PC Gamer 


“A” Rating 


- PC Games 
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-~1IGrand Prize 

Winner will receive a 
library of 6 Psygnosis 
Ci€les including Ecs€atica Il 


20 Ranners-Up will wina 
free copy of Ecs€atica Il 


Please clip and send your answers to: 
Ecstatica II/PC Games magazine 

951 Mariner’s Island Blvd., Suite 700 

San Mateo, CA 94404 


PSYGNOSIS 


ANDREW 
SPENGER 
STUDIOS 


Developed by Andrew Spencer. ©1997 Andrew Spencer Studios Ltd. Ecstatica II is a trademark 
of the Andrew Spencer Studios. Published under exclusive license by Pysgnosis Ltd. Psygnosis 
and the Psygnosis logo are trademarks of Psygnosis Ltd. ©1997 Psygnosis Ltd. 


FINALLY A GAME THAT 


compines tHE MM EMTAL cuattence oF 


it, 


OVUTWITTING your 4g 
OPPONENT WITH THE 
PHYSICAL CHALLENGE 


or SLITTING nis 


THRoaAt EARto EAR, ~ 


et See 


LC SINTON , 


Ecstatica II is an action-adventure game with an edge. A very sharp edge. 
An evil sorceror has broken the sacred Elder Sign, which guards the secret 
of existence. Recover the pieces. Restore order. Hack up anything that gets 


in your way. But beware. Danger lurks around every corner, and it Il take 


both brain and brawn to survive. Can you handle it, pal? 


U WW. PS¥YGTOSIS. COM 


ANDREW 
SPENCER 
STUDIOS 


For Winpdows 


‘95 


is a trademark of Andrew Spencer Studios. Published under exclusive license by Psygnosis Ltd. Psygnosis and the Psygnosis logo are trademarks of Psygnosis Ltd.© 1996 Psygnosis Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. Windows® is either a registered trademark or trademark of Microsoft Corporation in the United States and/or other countries. 


Developed by Andrew Spencer. © 1996 Andrew Spencer Studios Ltd. Ecstatica !l 


‘These are definitely not the usual suspects. 


Meretzky. 


Designed for MATURE 


™) 


“+ amp 


Microsoft 
bewe CONTENT NATED BY 


Windows 95 es 


WWW.THESPACEBAR.COM 


©1997 SegaSoft Inc. Portions of The Space Bar ©1996 Rocket Science Games, Inc. Portions of The Space Bar ©1996 Boffo Games, Inc. All right reserved. SegaSolt and the SegaSott jogo are trademarks of SegaSoft Inc. Rocket Science and the Rocket Science logo are 
trademarks of Rocket Science Games. Inc. Boffo, the Boffo logo and The Space Bar are trademarks of Boffo Games. Inc. Windows® is a trademark of Microsoft Corporation. The ratings icon is a trademark of the Interactive Digital Software Association: 


STAR TREK: SECRET 
OF VULCAN FURY 


Trek fans, rejoice: The original series lives on, as 
a regular writer from that era, D.C. Fontana, has 
been given the chance to “write the Trek story you 
always wanted to.” The result is a take on the ori- 


gins of the Romulan/Vulcan split and includes all the 
old cast members—each taking the lead role in one 


of the six missions. A new rendering package cre- 
ates phenomenally realistic characters, as all the 
old Trek actors are lip-synched for authenticity. The 
mission style follows each crew member's charac- 
ter; thus, Kirk's is action-based, Bones’ is more 
analytical, and Sulu’s has a navigation flavor. The 
continuing saga of the NCC-1701 should be out in 
time for Christmas. 


EXTREME TACTICS 


lf you're done with real-time strategy, keep an eye 
out for this tactical combat game. Media Station's 
Extreme Tactics promises highly advanced Al 
flexibility. Players control either the Hammerhawk 
or Bloodfox clan; 11 missions serve as the core 
single-player story. Twenty-five maps offer plenty 
of diversity, but the key is the variation in fighting 
techniques, with one clan favoring frontal attacks 
and others employing cunning. The slick-looking 
interface will allow unit strengths and tactics to be 
adjusted on the fly. Armor, weapon, and speed rat- 
ings are also adjustable for the units that you can 
design to counter a specific tactic of your enemy. 
A map editor will add to the longevity, aided by 
four-player LAN and Internet support. Extreme 


should be on the shelves by—surprise!—Christmas. 


TFX3: F-22 
Well known for the excellent flight sim EF2000, 
Digital Image Design finally has another sim in 
the works. Joining the rest of the F-22 sims is the 
tentatively titled TFX3: F-22. Key features include 
texture-mapped landscapes and a hugely realistic 
flight model. Missions are set in the Middle East 
theater, and in addition to flying and fighting in the 
F-22, the game will include the chance to sit at the 
tactical controls of an E-3 Sentry AWACS aircraft. 
From there, you'll view ground-based conflicts 
and aerial dogfights 
alike. With the TFX 
team’s reputation, 
this is one to 
watch as the 
battle for control 
of the F-22 skies 
commences. 


) 


* e 1 | u A rfl “Don’t call it a Tomb Raider clone” 


ethesda has scored big with the Elder Scrolls 

stories, which reached a staggering scope with 

Daggerfall. Now the company is looking to 
further use the backdrop of the Tamriel game 
world, but develop it in different directions. The 
Elder Scrolls Adventures: Redguard is the first 
of these. Taking place on an island just out 
of the Daggerfall playing area, this 3D 
action/adventure incorporates a detailed town 
to explore. Using the X"gine, Redguard offers 
a compelling third-person perspective, which 
helps give a sense of scale to the detailed textur- 
ing of the game environment. 

The Elder Scrolls: Battlespire is another 

work-in-progress that uses the X"gine to create 
a light-sourced dungeon environment. This 
first-person game incorporates quality artwork 
for the quest’s characters, as well as some original 


concepts in level and story design. RPG elements 


will play a key role, although more details 
will emerge as the project nears its Christmas 


completion date. —Rob Smith 


Battlespire’s detailed X"gine can 
produce excellent lighting effects. 


REDGUARD 


PUBLISHER: Bethesda 
Wer: www.bethsoft.com 
AVAILABLE: October 1997 


Star Trek: First Contact 


ast month, we told you about the good things 

Epic MegaGames has built into Unreal. That’s 

why Star Trek fans will be happy to note that 
Visionary Media has licensed the Unreal engine to 


The Unreal engine 
has been assimilated 


create a first-person 3D adventure based on the Star 
Trek: First Contact movie. MicroProse will release 
the game sometime next year, but even this early in 
development it’s obvious First Contact 1s going to go 
where no Star Trek game has gone before. 

As in the movie, the Borg are back and attempt- 
ing to assimilate the latest Enterprise and her crew. 
In a deck-by-deck 3D re-creation, players will battle 
with the Borg for control of the Enterprise-E, level 
by level. Although players start with standard-issue 
hand and rifle phasers, the Borg AI adapts quickly, 
and you'll have to use the ship’s computer to evalu- 


ate captured Borg technology to develop new, more 


STAR TREK: FIRST CONTACT _ 


DEVELOPER: 


Visionary 

PUBLISHER: MicroProse 

Wee: www.microprose.com 
AVAILABLE: June 1998 
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effective weapons. Unlike Star Trek: Generations, 
players are encouraged to blast away at as many 
Borg as they can find—it’s war, and Federation 
ethics be damned. 

While we expected the solo game to encourage 
taking on the personas of Capt. Picard, Cmdr. 
Riker, Lt. Cmdr. Worf, and Cmdr. Data, developer 
Visionary is adding the ability to adopt different 
crew personalities in multiplayer games for greater 
individuality. Thanks to the Unreal engine, First 
Contact could prove to be the first fast-action Star 
Trek shooter. We can’t wait. —George T. Chronis 


Unreal’s engine has been harnessed to pro- 
vide exceptional 3D detail in First Contact. 


‘Saas 


By Steve Klett 


long time ago, in a galaxy 
far, far away...before the 
much-anticipated arrival 
of X-Wing vs. TIE Fighter—I had 
frequent arguments with a fellow 
PC Games staff member about the 
virtues of flying for the Empire or 
the Alliance. 


This staffer, who refers to 
himself as “Dark Jedi,” boasted there was no 
Rebel ship he could not best with a simple TIE 
Fighter—the backbone of the Imperial fleet. He 


The best Star Wars game yet 


particularly liked to pick on the “woeful” attrib- 
utes of the X-Wing (my ship of choice). 

I refused to cave to Dark Jedi’s invitations 
to join the Empire or “pay the consequences.” 
Instead, I waited patiently for the arrival of 
X-Wing vs. TIE Fighter, and then repeatedly 
handed him his lunch in a series of games— 
piloting an X-Wing victoriously against not only 
the lowly TIE Fighter, but every Imperial ship 
he chose. 

The above scenario is the real-life fruition of a 


Star Wars fantasy shared by so many gamers (a 
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X-Wing vs. TIE Fighter 


= 


fantasy perhaps only bested by the one depicted on 
a recent episode of Friends). That fantasy is, of 
course, to act out the memorable scenes you 
watched so many times in the movies, and settle— 
once and for all—those arguments you had with 
your friends about which side of the Force is 


stronger and which Star 


best. This is 
what X-Wing vs. TIE Fighter is all 


about: jumping into the Star 


Wars ships are the - ae — 
Pete eee 


Wars universe, pitting ve 
your skills against a 
your friends (or 
total strangers), and 
putting your money 


where your mouth 
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Te 


has been since 
Star Wars de- 
buted in 1977, 


Sure, until now : . 


you could do battle 
in grand fashion for 


either side in the stand- 


However, no matter how 1 
those games, the lack of multiplayer left 
those arguments up in the air. Enter 
X-Wing vs. TIE Fighter, which lives up to 
heritage of its forebears and earns a per 


place on my hard drive—and a nomi 


multiplayer game of the year. 


le-player experi- 
ences. There’s no story here, no Death Star or 
Rebel HQ to 


destroy. In fact, of 


Pd 
ar 
¥ 


the game’s 50-plus 


missions, only 16 are 


designed with solo 
Bplay in mind. 


It’s all about 


fighting against real 

human opponents in the nine modeled Star Wars 

craft: the TIE Fighter, TIE Interceptor, TIE 
Advanced, TIE Bomber, Assault Gunboat, 
X-Wing, A-Wing, Y-Wing, and Z-95 Headhunter, 
The only real choices you have to make are 
which side to fight for, the Rebellion or the 
Empire (a choice you probably made years 
ago), and which ship to fly (ditto). 

Two to eight players can square off on a 
network, and up to four players can fly together 
over the Internet. If you don’t have access to 
a network, you'll find hundreds of willing 
opponents and/or partners on Microsoft’s 
Internet Gaming Zone, which scored the exclu- 
sive rights to host LucasArts games online. (You 
can also host or join Internet games independent 
of IGZ, a la Quake, if you know the IP address 

of the host 
computer.) 
Network 
games are 
incredibly fast, 
and incredibly 


fun. Because 


the Internet can’t match a local network’s 


egg performance, this is where you'll find the best 


playing experience. Still, I took part in a 
dozen or so online games and found the 
amount of lag acceptable almost across the 
board; only two games were affected to the 
point where they weren’t much fun. 
Whether you play on LAN, Internet, or 
modem-to-modem, X-Wing vs. TIE Fighter 
offers a plethora of options that lend the game 
a virtually infinite replay value. You can fly in a 
Melee (read: deathmatch) with or without mis- 
j siles, with or without computer-controlled wing- 
} men, or with or without human teammates. You 
’ can form a team and square off against other teams 
in the multitude of co-op missions offered. There’s 
even Tournament play, where you take part in a 
series of three massive furballs (dogfights), with the 
pilot achieving the best overall score deemed the 


winner. You and your teammates can also challenge 


another team to a Battle, where the first team to 


win three out of five random missions is the victor. 


The bottom line: you'll be playing this game for a there are 25. You can progress up to 15 
long, long time. ranks in the solo-player missions, but you’ll have to __ blasts and other effects that sound like they’re 


Even the single-player aspects of X-Wing taken right out of the re-released movies. 


vs. TIE Fighter deserve notice, thanks to vastly The only bones I can pick with X-Wing vs. TIE 
improved AI. X-Wing vs. TIE’s computer-p1- Fighter are the inability to save in the middle of a 
loted craft are more difficult to defeat this time tournament or battle, which can take more than a 
around—much more difficult. hour to complete, and the limit of two people who 
The game also boasts an extensive stat- can play off a single copy of the game (a master 
tracking and scoring engine, which takes the CD and multiplayer-only CD are included with 


relative strengths and weaknesses of your craft each game). But those are pretty small bones when 


and those you fly against into account, as well aaa in a ont an fae TE Ades ‘ i i | you've been to a multiplayer feast this bountiful. 
as the skill of the pilots you fight. Jump into a 

GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 


Melee as a newbie in the TIE Fighter (which 


has no shields) and shoot down an X-Wing 


(which has shields), and you’ll be rewarded 


co 
LL 
i 
: OVERALL 
with more points than its pilot would get for o) SOUND CHECK: 
ali 7 T +] if Xe Y7 ome LL 
ane you—even mate points if the X-Wing’s MULTIPLAYER: 
pilot is more experienced. hl 
X-Wing vs. TIE tracks the amount of time each earn the rest in multiplayer games. However, you Lay Mulia games don’t get better 
. TT ; ; - . than this. 
player has spent with the game via rank, of which can’t build up your experience easily by killing 7) 
newbies; you won’t get any promotion points > Te aie 
for defeating players more than four ranks “- ara lucasartisconi 
below you. os Win 95 CD 
: oo = P90, 16MB RAM, 3MB HD, 
The game scores extremely well in every , 2X CD-ROM drive, PCI graph- 
technical category as well. The 16-bit SVGA a ics card, sound card, joystick 
7 @. I ble . ‘ieee P100 for LAN/modem play, 
graphic overhaul blows away TIE Fighter P133 for Internet play 
and X-Wing: the dynamic lighting effects are P133+, 24MB RAM, 
2 at ts: aa 4X CD-ROM drive 
particularly cool, especially in 65,000 colors. $50 


Of course, to fly with all the detail options 

Playing through all the missions by 
yourself will pay off big-time in LAN, 
and 24MB of RAM, but the game does modem, and Internet play. W A rapid series of twist- 
‘ ing high-speed turns—firing countermeasures, if 
you've got ‘em—is the best way to avoid missiles. 
platform in 256-color mode, which is still Knowing the handling characteristics of all of your 
opponents’ ships is crucial for success. W He who 
does not link his weapons is usually weaker in the 
incredible, with John Williams’ movie scores Force. W He who flies full-throttle all the time is an 
easy mark—unless he’s in an A-Wing. 


turned on, you'll need at least a Pentium 133 
perform well on the minimum required 


very impressive. And the sound is truly 


streaming off the CD, accompanied by laser 
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Actual 360° views from the 


or wo ild loye to see magic destroyed...and you tot nize: 


Rock-eating Brog : gondola rides through Hades, and a bored ungeon Master 


who lives inside your lantern... It can only happen Underground. 


GranD OPENING, FaLL1997 = WINDOWS* 95 CD-ROM 


Activision and Zork are registered trademarks and Zork Grand Inquisitor is a trademark of Activision. Inc. © 1997 Activision. Ine. All rights reserved. 


All other trademarks and trade names are the properties of their respective owners. www.activision.com 
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‘the finest flight sim on the 
| market!” 


—Mac Action 
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For product information, check out our web page at: www.graphsim.com | 


Outlaws 


By Daniel Morris 


t’s the kind of premise few can 

resist—an action shooter 

set against the cinematic 
backdrop of Sergio Leone’s 
epic West. LucasArts set 
about its new first-person game with the 
distinct goal of providing a mental exercise, 
emphasizing tactics, and incorporating an 
epic western plot through the use of ani- 
mated cut scenes between missions. 

For the most part, they pulled it off. 

Outlaws is quite unlike any other entry 
in the first-person-shooter glut, and that 
alone makes it noteworthy. For starters, the empha- 
sis is as much on staying alive as it is on killing. This 
outlook is mirrored by your enemies, who are very 
interested in saving their hides and will duck for 
cover, flee into buildings, take potshots at you from 
hiding holes...anything but stand still for a fair fight. 

To make matters even more interesting, the 
tools at hand are 19th-century vintage: six-shoot- 
ers, rifles, shotguns, dynamite, and a wicked (but 
only semi-portable) Gatling gun. Of course, these 


not-so-cutting-edge weapons come complete with a 


sobering ammunition limit, making furious reload- 


EX 
_-. 
we 


ing as much a part of a gunfight as strafing. 
Unfortunately, the primitive weaponry 
is accompanied by a primitive game 
engine—and that’s a step backward we 
don’t need. Outlaws is powered by a 
decidedly anachronistic update of the 
Dark Forces engine. It looks like 
BUILD, but plays slower. The sprite- 
based, 2D-faked-like-3D graphics are no 
improvement on Duke Nukem 3D. 
Cinematic cut scenes 
provide an appropriately 


moody setting for this 
spaghetti fable of frontier 
justice. Marshall James 
Anderson, a retired 
lawman trying to make it 
as a farmer, is among a 
handful of citizens who refuse 
to sell their property to the 
villainous “Gentleman” Bob 
Graham as he attempts a land 
grab of the entire county. Anderson 
comes home one day after a ride into 
town and finds his wife dying 
and his daughter kidnapped. 

Needless to say, they picked the 
wrong man to mess with. Faster 
than a tumbleweed rolls through a 
ghost town, Anderson shows up to 
teach these scoundrels what one 
motivated lawman and his trusty 
peacemakers can do. 

Among the missions are a 
shootout aboard a runaway train, a 
fight through the tunnels and tracks of a quarry, a 
night battle in the town, and a bold assault on a 
heavily guarded fort. Each level presents one of 
Graham’s creepy underlings as a boss to further 
impede the search for your daughter. 

As solid as the single-player story is, Outlaws 
really shines in multiplayer mode. You'll be 
surprised at how deliberate and methodical the 
action is, particularly in the larger levels—a 

refreshing break from the typical “run like a 
gazelle spraying rockets” deathmatch. Intricate 
architectural gags and the limited capacities of your 
weapons put a premium on care and 
caution. Sniping is not only encour- 
aged, but a fact of life, thanks to 
your rifle’s sniper scope. 

Perhaps the best thing about 
Outlaws’ multiplayer mode is that it’s 
ideal for team play. One great level 
provides a fort assault scenario that 
will pit two competing teams in a 
remarkably involved battle to secure 
the structure. Ammunition, medical 
bags, boiler-plate armor, and other 
assorted pick-ups are hard to come 
by, and more often than not you'll 
find yourself stuck in jams where only 
quick thinking will save your bacon. 
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Tombstones and 
tumbleweed 


ACTION 


Its game engine may be antiquated, its 
graphics pixelated, and its sound uninspiring 
(although the twangy Western music is right 
@) on the mark), but Outlaws has one major 


La 


Va plus: it’s the only game thus far that can hon- 


estly claim to be “the thinking man’s first-person 

shooter.” It isn’t a flashy technical clinic like 

Quake, and thank goodness it isn’t trying to be. 
It’s just an old-fashioned, matchstick-chewin’ 


adventure game. Leone would be proud. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


OVERALL 


MULTIPLAYER: 


Smart, stylish, and fun, if technologi- 
cally primitive. 


LucasArts 

800-985-8227 
www.lucasarts.com 

Win 95 CD 

P60, 16MB RAM, 59MB HD 
space, SVGA, 2X CD-ROM 
drive, sound card, mouse 
P90 or better for multiplayer, 
4X CD-ROM drive 

$50 


OUTLAWS 


To even up the odds in multiplayer 
mode, let the weaker player start off with 
Gentleman Bob. He respawns with a double-barreled 
shotgun, which is a big advantage indeed. W Be sure 
to climb into wells and swim down to see what sur- 
prises might be waiting at the bottom. W Employ the 
Gatling gun in wide-open areas where you can estab- 
lish a fearsome field of fire. Put your back to a comer 
so you don’t have to worry about your rear; then raise 
king hell until you run out of ammo. YW Sometimes it 
seems like the only way past an obstacle is to some- 
how walk right past the bad guys without them seeing 
you. If you manage to find a bottle of Acme Vanishing 
Cream, you may be able to do just that. 


PLAY THE DEMU tn 
PC GAMES.EXE CD-ROM 
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edneck Rampage is a foul-mouthed, politically 

incorrect, single-player guilty pleasure. It’s also 

a frustrating example of technical compro- 
mises sullying an otherwise exceptional game. 

As one of the first games to really start pushing 
Duke 3D’s Build engine, RR is under some pres- 
sure to surpass its illustrious forebear. To its credit, 
developer Xatrix has coped admirably, producing a 
game that’s even more offbeat in its humor and 
shameless in its pursuit of the cheap gag—as long 
as you intend to enjoy it all in single-player mode. 

Even on a Pentium 200, RR doesn’t have nearly 
the same fluidity in a Windows 95 window that 
Duke exhibited. In addition, for most gamers, mul- 
tiplayer means access to other humans thanks to the 
TCP/IP and IPX clients built into Win 95. Here, 
Interplay actually re- 
quires players to exit to 
DOS. What gives? While 
it’s conceivable that most 
gamers will be able to 
muddle through setting 
up DOS drivers for 
sound card and mouse 
support, not many are 
going to set up DOS IPX 
or TCP/IP drivers. We 
tried multiplayer under 
Win 95, and it’s torture. 
So write off multiplayer 
rampages unless you can 
go modem-to-modem 
with a pal. Insanity! 

Multiplayer problems aside, as a solo game, RR 
is a hell of a lot of fun. There’s enough farting, 
pissing, burping, and guns to make any 11-year-old 
a happy camper. For the older crowd, some of the 
subtle humor is grand. In addition to the Mojo 
Nixon and Toxic Avenger posters, pick up an AK- 
47 and you’re told you've just grabbed a “huntin’ 
rifle.” Later in the game, you must deal with the 
sultry Space Vixens—tall and curvy creatures 
dressed in revealing black leather. If a Vixen kills 
you, she seductively says, “You’re not good 
enough.” Terminate her existence, and you'll get 
everything from “But I love you” to (in a more 
critical tone) “It’s over.” 

The aliens are also pretty good sports: the 
linebacker-sized Guard is tough, and the little 
brown gremlin-like guys are annoying as hell, 


detaching toxic pieces of themselves and 


Redneck Rampag 


By George T. Chronis 


throwing the acid flesh at 
you. (It seems they’re the 
alien equivalent of 
recycled waste.) On the 
human side, the Old Coot 
and Billy Ray aren’t much 
of a challenge, but the 
Sheriff, in the image of 
Buford T. Justice, fires fast 
and furious. The hardest 
things to kill are the nasty 
pitbull critters. 

Weapon choices are 
also a hoot. The revolver 
and the double-barreled 
shotgun are pretty standard fare, but you proceed 
to dynamite, the AK-47, a 
dynamite-loaded crossbow, a 
circular sawblade-thrower, 
kegs of gunpowder, the Alien 
Guard’s pulse weapon, and 
the double-barreled Vixen tit 
chaingun (yep, you read it 
right the first time!). 

To top it off, the music 
on the CD 1s great, featuring 
songs by Nixon, The Beat 
Farmers, Cement Pond, 
and more. 

On the other hand, there 
are a lot fewer interactive 
items than in Duke, espe- 
cially in the early levels; 
don’t expect to find fire extinguishers to blow up 
or many air vents to crawl through. But finding 
that one special 
switch or item that 
takes you to the next 
level can be a lot 


harder. In one exam- 


Time to 


Open up a 
can of 
whup-ass! 


ple, you have to get up 

to a roof to get into a 

building that leads you 

to the exit. The prob- 

lem is, you can’t jump high enough to get on the 
box that allows you to jump on the roof. You must 
wait until a pig meanders in front of the box and 
then jump on the pig. 

If a solo sendoff of the Duke experience is what 
you're looking for, Redneck Rampage is your 
game. But for those seeking multiplayer options, 
avoid this one, unless you have the technical savvy 


to accommodate its shocking shortcomings. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


Perfect for Duke fans who don't give a 
pig’s rear about multiplayer matches. 


Xatrix 

Interplay 

800-468-3775 

www. interplay.com 

DOS 6.2 CD 

P120, 16MB RAM, 30MB HD, 
SVGA, 4X CD-ROM drive 
P166, 32MB RAM 

$49 


REDNECK RAMPAGE 


Be sure to save dynamite so that 

you can blow Alien Guards to bits after 
you drop them. Otherwise, they regenerate. W Clear 
a new area of mosquitoes upon entering, because 
they'll chase you. If you don't, the auto-aiming on 
your weapon will target the parasite and not the 
death ray—wielding Alien Vixen firing on you. W The 
Sheriff has deadly aim, but it takes him a while to 
reload. Jump into his area, unload a round into him, 
and then jump out of view. Repeat. 
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t first glance, Darklight Conflict promises the 
game equivalent of such big-budget classic 


sci-fi films as This Island Earth. The premise is 


similar—terran specialists being press-ganged into an 
alien race’s flagging war efforts. And the 3D SVGA 
CGI ship renderings do possess a visual texturing 
that harks back to those in the 1956 film. Even the 
sound of enemy ships passing nearby develops the 
same harmonic rumble. Granted, this is probably 
all coincidence, but the good designers at Rage have 
wrought an arcade-style space shooter with a lot of 
built-in appeal for longtime sci-fi-movie fans. Just 
like those old flicks, though, some faults in the de- 
tails soon begin to unravel the good time. 

Players are eased into their role as star-fighter 
pilots with the Repton Alliance via a rather lengthy 
training mission set that introduces ship designs, 

15 weapons, and mock combat. Following train- 
ing, would-be warriors are sent on a series of 50 
combat missions to eliminate Ovon 
Imperial ships. Mission goals include 
everything from fighter interception, 
asteroid clearance, and bombing runs 
to retrieving valuable equipment. The 
missions get progressively more 
involved and more difficult, with 
Increasing numbers of Ovon craft 
flooding each successive level. Pilots 
use hyperspace portals, a la Babylon 
5, to get from one sector to another. 

The AI running the Ovon warships is one of 
Darklight Conflict’s greatest virtues. The Ovon 
will attack singularly, in formation, or in concert 
with other formations. Enemy ships will come at 
you directly, turn and run away, or try and bait 
you in their direction and then turn and attack. 
The Ovon also dogfight well—twisting and turning 
for advantage. 


Sound like stellar combat at its best? Sadly, it’s 


Darklight Conflict 


By George T. Chronis 


Wing Commander 
without the movies 


not—mainly because the 

game is stuck with some of the worst control-input 
response around. To use a slightly obscure World 
War II analogy, you think you should be flying a 
P-51, but you’re stuck flying a Brewster Buffalo. 


True, there will be some folks who will be able to 
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get excellent results piloting Darklight’s craft, just 
as the Finns did with the Buffalo, but there won’t 
be many. As long as there aren’t too many oppo- 
nents, targeting using the keyboard isn’t all that 
bad. Soon enough, however, there are too many 
Ovons to continue this way. Mouse input actually 
offers the best response in tight dogfight situations, 
but if you’re one of those people whose wrists can’t 
take aggressive mouseplay, you’re out of luck. 
Joysticks are supported, but this is a 
mixed bag as well. Using any joystick with 
lighter stick resistance, such as a SideWinder 
Pro, the smallest tap will send your 
Repton fighter shooting across the screen 
(Imagine a mouse on its loosest setting), 
and your targeting will always be off the 
mark. Hard-resistance sticks such as 
ThrustMaster’s Fighter X allow players 
to size up their targets, but the high effort 
needed to stay on target will leave you 


exhausted. Luckily, as in MechWarrior 2, 
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you eventually get far enough along to order 
computer wingmen to assist you in battle. 

LAN multiplay is supported for up to six 
players. Here, the control problems are not as 
evident, because everyone is subject to them. There 
are five multiplayer modes: tag, race, mother ships, 
capture-the-flag, and deathmatch. If Darklight 
Conflict is going to find a wide following, odds are 
it will be via multiplayer games. 

As DOS-specific games go, Darklight has a lot 
going for it. It looks good, it runs well on slower 
Pentiums, and it has an excellent list of standard 
weapons and game features. If only the ships 
weren’t such a pain to fly. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


A classic concept marred by 
unwieldy controls. 


Rage 

Electronic Arts 
800-245-4525 
www.ea.com/eastudios/dark 
DOS 6.2, Win 95 CD 

P60, 16MB RAM, 60MB HD, 
SVGA, 4X CD-ROM drive 
P133, AWE 32—compatible 
sound card, joystick 

$50 


DARKLIGHT CONFLICT 


In battle, slower speeds often help 
in targeting enemies. W Check behind 
you often; Ovon like to sneak up on you. When 
greatly outnumbered, run away as fast as you can, 
then turn around and size up a target. Kill it, then 
repeat the procedure. 


PLAT THE DEMO ON 
PC GAMES.EXE CD-ROM 
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FEEL THE EFFECTS OF WAR. 


In WWII air combat, anything could happen. In Fighter 
2. Squadron it actually does. Revolutionary flight advancements 
_ eos and “live environments” with individual object Al make every- 
: thing you do — and don't do — affect your flight experience. 


So shattered windshields have a real effect on your aircraft... 
and on your pride. Fighter Squadron: The Screamin’ Demons 
Over Europe — the latest elevation in flight realism from 
Eric “Hellcats” Parker. 


Live environments feature concussion 
effects, terrain deformation, and 
integrated road and rail systems 
which offer unparalleled interactions 
like tunnel fly-throughs. 


Nine WWIl aircraft duplicate plane 
physics for true-to-life dogfighting 
maneuvers such as snap rolls, tail 
slides, Immelmanns, barrel rolls 
and spin outs. 


Customizable planes, an objective- 
based mission editor, multiplayer 
combat and native 3-D card support 
with up to 30 frames per second. 


ACTUAL IN~GAME SCREENSHOTS. 


FIGHTER 
SQUADRON 


THE SCREAMIN' DEMONS OVER EUROPE ji 
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By Steve Klett 


t took a long time for 

Interstate °76 to hit the 

streets as Activision put 
the polish on the game. 
While I wish they could have polished it a bit more, 
the end result is well worth the wait: this is one 


groovy game that action fans should not pass up. 
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You’re one cool cat, living in an alternate 1970s 


American southwest. Your name’s Groove (what 
else?), and you’re a laidback, peace-lovin’ man of 
few words—that is, until your sister, Jade, turns up 
dead, shot in the back. 

So you do the only thing you can—jump in 
Jade’s souped-up muscle car and join her friend 
Taurus on a mission to avenge her death and, in 
the process, save America from hordes of auto- 
mercenaries bent on bringing the country to its 
economic knees. 

The odds are stacked on the wrong side, but 
you’ve got coolness in spades—not to mention 
Jade’s car, which gives new meaning to the term 
“loaded.” This baby’s got all the goods: cup-hold- 
ers, 8-track player, rocket launchers, mines, 
oil-slick dropper, radar, machine guns...you get 
the picture. So get in the car, listen to Taurus’ 
instructions, and save the world. Dig? 

I-76 is based on the MechWarrior 2 game 
engine, and if you’re familiar with that title, you’ll 
notice similarities in the mission structure. For 
starters, your quest unfolds over the course of 15 
missions in which it’s largely you against the 
universe. As in MW2, there are missions in which 
you must destroy a given target, protect a vital re- 
source, or perform recon or escort duty. However, 
there’s no option to play the game from the other 
side’s viewpoint; the 15 missions are all you get. 

You may be glad, because these scenarios are 


pretty tough. I finished the game in roughly 12 


Put the pedal to the medal 
_and head for the ’70s 


hours, with each mission taking 
an average of three attempts to 
beat. A few, however, took a 
dozen attempts, which skirts the line between chal- 
lenging and frustrating. 

Like Mech 2: Mercenaries, you collect salvage 
after each mission, which you then use to beef up 
your car with better weapons, a new engine, tires, 
or brakes. A psycho mechanic named Skeeter fol- 
lows you and Taurus around, collects the goodies 
from the wrecks you leave in your wake, and 
repairs your car between missions. 

Cool as it is, I-76 is too fast a ride—the fun is 
over too quickly, with little reason to replay the 
missions. The game also includes many of the same 
annoying bugs that plagued MW2 and 
Mercenaries, such as sorting troubles that cause 


enemy vehicles to poke through canyon walls or 


disappear inside buildings. The game is also prone 
to unexplained crashes between missions. To 
Activision’s credit, a patch for this problem is 
already available; you can find it on this month’s 
PC Games.exe. 

If you’re into network or Internet play, I-76’s 
strength in this area may more than make up for its 


single-player brevity and 


minor glitches. There are 
team and deathmatch 
options, and as a nice 
touch, the scoring 

system is weighted, 


giving you more 
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points if you beat a bigger car (such as a school 


bus) with a smaller one (like a police car). The 
Internet play is some of the smoothest you'll find 
for a fast-moving game like this—jump in a game 
via Activision’s free server, and the action rivals 
what you’ll experience on a local network. 

In addition, I-76 features some of the most 
original, artistic cinematics I’ve ever seen in a 
game—and better still, they actually convey the 
game’s strong story and lead up to a resolution that 
is a fitting reward for playing to the end. Oh, and I 
almost forgot the groovy original soundtrack—it’s 
classic funk that you won’t want to turn off, and 
considering its ’70s roots, that’s saying something. 
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800-477-3650 
Www.activision.com 

Win 95 CD 

P90, 16MB RAM, 80MB HD, 
SVGA, 1MB VESA or PCI 
video, 4X CD-ROM drive 
P166, 24MB RAM, 4X 
CD-ROM drive 

$39 


Sometimes the best way to beat a 

mission is to try to avoid fighting at all 
costs. W Remember to have Skeeter repair everything 
he can between each mission. If you don't, you'll find 
it next to impossible to beat the game. W The .45 is 
one of the best weapons in the single-player game. 
When you've got an enemy on the ropes (i.e., his 
damage bar is red), the pistol is the quickest way to 
finish him off. 'W In multiplayer mode, radar-guided 
missiles are devastating. Make sure you equip your 
car with a few, as well as a radar jammer for defense. 
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Extreme Resolution 
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8-Way Network and Internet Play 


Goal-Based Missions 


Soundtrack by Kranium 
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A gear-grinding joyride 
from the makers of 
___ Destruction Derby 1 & 2. 


Strap yourself in pal, because Thunder Truck Rally is putting you in the 
driver's seat of destruction. When you get behind the wheel of a two-ton, 
nitro-burning, sedan-eating, four-story 4x4 steel 
beast, the result is high-octane excitement. Pound 
asphalt, dirt and the competition into submission-in 
several monster vehicles. And with life-like 4WD 
Suspension, 360° range of motion and killer 3D 
landscapes, kicking-ass will look kick-ass. Ravage 
roads. Trample trouble. Send family wagons to meet their maker. 
Get Thunder Truck Rally, and get ready to shred. 8 10 ADULTS| 
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Star Trek: Generations 


By Don St. John 


aptain’s Log, Stardate 48623.4: Another lunatic 
is running around the outer rim of the galaxy 
frying stars, and we’ve got to stop him. 

Surely you recognize the basic plot of 1994’s Star 
Trek: Generations movie. This time, except for occa- 
sional cinematics lifted from the film, it’s your show: 
You're the various officers of the Enterprise, and you 
have to stop the obsessed El Aurian, Soran, from 
imploding world after world. Simple enough, eh? 

Like the movie, though, this largely first-person 
action experience runs the gamut from pleasant to 
maddening. MicroProse has done a lot with the 
basic story, and concocted gameplay that is chal- 
lenging as hell. The game features 12 intricate 
missions and 20 space battles that typically throw 
you right into a murky situation with 
Romulans and other baddies blasting at you 
from the get-go. MicroProse certainly got 
one thing right: Your enemies rarely miss. a 

Before missions, you spend some prep : 
time in the Enterprise’s Stellar 
Cartography lab with Picard and Data, 
getting your orders and finding the elusive 
Soran. He’s using the unstable compound 
trilithium to implode stars, which changes 
gravitational fields, which in turn pushes 


around an odd energy ribbon called the 


Nexus. Life is nirvana within the Nexus, and 


sie 
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Not the most transporting experience 


Soran wants in 
bad enough to lay 
waste to the 
galaxy. 

You stop him 
by visiting different 
planets as various 
officers; all the 
original Next 
Generation cast 
members are 
joined by Malcolm 
McDowell (Soran) 
and William 
Shatner (duh!) to 
voice their roles, 
lending a good air of authenticity. However, the 
feel of the missions is atypical in that you’re 
alone—Troi reprising her undercover Romulan 
disguise, Worf on a Klingon prison planet, Riker 
running around a largely deserted space station. 


The lack of a true Away Team will be jarring to 


Trekkers. And too often, the actors (Marina Sirtis’ 


Troi excepted) are obviously reading their scripts 
instead of fully acting them; there’s a bored feel to 
many of their lines. 

Finding your way around is extremely difficult, 
too, with no clues other than a sparse description 
at the beginning of a mission. While the exploration 
factor is exciting, you don’t have time for leisurely 

decisions because you usually come under fire 
quickly...which is kind of exciting, too. The same 
thing goes for space-combat missions, where you're 
in disoriented battle against Romulan warbirds or 
Klingon birds of prey the second you enter a melee. 
It might be easier to spot what to do if the 
graphics were up to snuff—and indeed they are 
on MMX machines, which create a crisp playing 
environment (earning a B graphics grade). On 
non-MMX computers, everything is much more 
muddy. On top of that, the game’s been let out 
of the door with a few curious, even downright 
shoddy elements—enemies walking around 
aimlessly in circles, Picard issuing intercom orders 
to Data (who’s sitting right next to him), reused 
dialogue. You'll even have to beware of enemies 
you thought you vaporized: Revisit an area, and 
occasionally you'll find them there again. Worst 
of all, you can’t save in the middle of a mission; 
suffer an emergency beam-out, and you'll have to 


start from the beginning to beat the mission. 
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It’s a shame, because the basics of Generations 
are fun and worthwhile. The mission sequences 
vary endlessly depending on how you’ve done. 

The actual play is quite challenging, with smartly 
designed rewards or problems based on how well 
you're meeting mission objectives. Losing a mission 
doesn’t lose you the whole game, either. You may 
as well give Generations a whirl; just don’t expect 
it to play at Warp Factor One. 


GAMEPLAY: 
GETTING STARTED: + 
GRAPHICS : 
SOUND CHECK: OVERALL 


MULTIPLAYER: 


Smart, authentic play ideas, tripped 
up by less-than-stellar graphics and 
occasionally clumsy design. 


GENERATIONS 


MicroProse 

800-729-4050 
Www.microprose.com 

Win 95 CD 

P90, 16MB RAM, 80MB HD, 
4X CD-ROM drive, 16-bit color 
P166 MMX, 32MB RAM 

$50 
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Click on stunned enemies, and they 
hop right up. If you want to keep them 
down and get their weapon or tricorder, re-stun them 
a bunch of times or just kill them. W Don't vaporize 
the first Romulan: you need his tricorder to set yours 
for a trilithium scan. W Worf needs to fall down 
a sand hole outside of the Klingon prison base. 
Most levels have damaged equipment of some 
sort; avoid it all, or you'll take huge health hits. 
Troi’s path should be fine until you get inside, 
where you have to find the gray elevator door. Go 
anywhere else, and the Romulans catch on to you. 


You've been ordered to interrogate 
all suspicious-looking characters. 


Better make it a double. 


A comic sci-fi adventure CO-ROM by Steve Meretzky, 
where even the drinks look suspicious. 
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HeliC OPS 


By Jason D’Aprile 


his latest offering from 7th Level is the sort 

of game that would look right at home on a 

console system, or even in the arcade. No 
small feat, actually. A mission-based action sim, 
HeliCOPS isn’t deep or complex, but it sure is fun. 

Select from a group of elite Neo-Tokyo 
helicopter cops in the year 2015, as you struggle to 
save this post-apocalyptic city from the evil grip of 
syndicate crime boss Maxwell Criger and his vile 


lackeys. HeliCOPS has strong animé influences— 


The PC shows tts 


console-style wings 


indeed, the genre figures heavily in the game’s 
unique design and look, and at times, it seems as if 
the designers tried to add a semblance of story de- 
velopment outside your involvement in the comple- 


tion of the mission 


Stop that train! 
Comb those caverns 
for the bad guys. 


objectives. In the 


end, though, 


there’s not much of a plot. There are barely even 
any cinematic sequences in the game to help keep 
the after-level inertia going. 

You start off with a choice of five helicopters 
to fly, and while it doesn’t really matter which 
pilot you use, there are definite differences in the 
vehicles’ handling. The game itself is surprisingly 
fun and involving, due in large part to the fact 
that much of it is spent fighting within the city. 
Weaving in and around city streets, between 
skyscrapers, hugging the asphalt or the tops of 
towering buildings, is an absolute hoot. In some 
levels, you actually 
Get in some Neo-Tokyo 

nightlife as you nail 
those tanks. 


fly your chopper 
into and out of 


buildings, and 


there are cav- 
ernous indoor levels as well. 

The graphics are quite good, and they run well 
even on mid-range Pentiums; plus, the game will 
optimize for MMX to improve frame rates even 
more. HeliCOPS uses a fogging technique to keep 
the large urban levels from causing slowdown, and 
there are some impressive visual effects. The 23 
missions include chasing down and destroying 
vehicles before they reach a safe zone, rescuing 
hostages, searching for bombs and artifacts, and 
various other tasks that inevitably require 
blowing a huge number of things to king- 
dom come. In all, there’s enough playtime 
for any arcade jockey. 

The controls are responsive and the 
game allows auto-targeting, so you can 
concentrate on flying while shooting, as 
opposed to pinpoint aiming. Oddly 
enough, however, there aren’t many op- 
tions in the way of controller customiza- 
tion. As with most arcade-style shooters, 
there are plenty of powerups to augment 
your ship (usually temporarily), and a 
fair number of villains to shoot down. 
The sound effects are solid, although, unlike 7th 
Level’s G-NOME, HeliCOPS’ musical score is 
rather weak. 

Aside from the entertaining single-player 
mode, HeliCOPS’ deathmatch mode 1s another 
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Lock on and let loose in intense aerial combat. 


ace in its favor. While 
the game offers the usual 
eight-player IPX and 
two-player modem 
connections, the TCP/IP 
Internet support 1s 
incredible. Like 
G-NOME, HeliCOPS 
ran nearly perfect over 
the course of several test 
games with different 
players and numbers of players with virtually no 
lag. The only error we encountered was an occa- 
sional loss of synchronization after playing for 
several minutes. Deathmatches made the city 
levels even more appealing, although there’s no 
cooperative team mode, which would have been 
a useful addition. 

Break it all down, and you’ve got a game that’s 
fun, fast-paced, hard, and full of explosions. The 
great Internet play gives it another boost, and 
on the whole, I’d definitely recommend it for 
mindless-action fans. It’s just a shame more effort 
wasn’t put into the story or characters; that would 
have given the one-player game much better long- 


term play value. 


GAMEPLAY: B + 

GETTING STARTED: AQ 
GRAPHICS: B+ 

SOUND CHECK: B= 


MULTIPLAYER: AA 


HELICOPS 


DEVELOPER: Paragon Visual Systems 
PUBLISHER: 7th Level 

800-556-0488 
Wes: www./thlevel.com 
PLATFORM: Win 95 CD 
REQUIRES: P100, 8MB RAM, 

4X CD-ROM drive 
Recommended: P133, 16MB RAM 


Street Price: $40 


TIP S Y The Triton is a good middle-ground 
copter. The Brutus is cumbersome and 
very undesirable in deathmatching. The Ninja Is fast 
but can’t take any damage. The Spectre and Ronin 
are both solid vehicles. W In the second Oblix mis- 
sion, remember that some of the tanks are being 
brought over on boats. W Your radar display will 
show you everything in its range, even powerups, so 
make good use of it. W In the hostage-rescue mis- 
sion, the hospital is the tall pale building due east of 
the hostages. W Shoot Giger apart a piece at a time, 
saving his head for last. Once you knock out his guns 
and legs, he’s helpless. 
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VI e at Crusader: No Way 


By Daniel Morris 


eat Puppet is a game I eagerly anticipated. ing sentry voice say “Subdue 


Look what it has going for it: a foul- the intruder” about 90 times. 
mouthed homicidal heroine, an isometric Minor variations include “She 
view of a bleak industrial wasteland terrorized must be contained,” spoken 
by megacorporations, a BFG called the Ready- about 70 times. One wishes 
Kall...how can you go wrong? 


Well... 
Meat Puppet is clearly the product of story- 


the designers had spent a little 
less time detailing all this im- 
pressive art and a little more 
tellers—film buffs with a vision of a dystopian time on everything else. 
Oh, about the art—it’s 


fantastic. Every screen is a 


future populated by corporate killers and amnesiac 
assassins. While there isn’t anything terribly origi- 


nal about this concept, the designers spent a lot treat for the eyes, regardless 


of energy devising a detailed game world. Detail in of what’s happening in it. 
general is where this game really scores—from the The meticulous detail is truly something to behold, 
dossiers of the quirky corporate bosses who are at least until your boredom with the game sours 
contracted for assassination to the meticulously are blazed through from the Crusader: No your eagerness to see the visuals waiting around 
designed buildings and street scenes. Remorse/Regret isometric view; unfortunately, Meat the next corner. 

But the game’s premise is cribbed directly from Puppet doesn’t come close to surpassing those Meat Puppet gets kudos for its attention to a 
Aeon Flux—a laconic expendable hardbody is quintessential rich game environment and 


conscripted by a nebulous overseer to conduct action games. gorgeous environs. But after 


assassinations of business rivals. The game’s milieu Meat Puppet’s the immersive experience of 


also owes a lot to Blade Runner, whole chunks of puzzles are less the Crusader games, Meat 
which can be spotted woven into Meat Puppet. All challenging and Puppet’s uninvolving gameplay 
in all, the game plays like an enthusiastic listing of less interesting, and infantile AI doom it to 
Great Sci-Fi Conventions of the Movies. and its enemies deletion from my hard drive. 
Lotos Abstraction is your name, and needless are much, much I would love to see its 
to say, you don’t have a past. You do have an atti- dumber. designers tackle it again and 
tude, a fact we’re constantly reminded of thanks to Poor Al is the shape serious AI and more 
voice-overs full of stylistically bored profanity amid major shortfall. intriguing puzzles. 
the carnage. Along for the ride is a cyberassistant It’s consistently Here’s hoping for 
named Domain, who steers you around and offers subpar; at times, a brighter future. 
tips on defeating drone soldiers, automated guns, it’s downright awful. I’d been shooting that guy in 
knife-wielding midgets, and other assorted the screenshot (right) for about five full seconds, GAMEPLAY: 
post-millennial madness. and the other sentry hadn’t even noticed what was GETTING STARTED: 
The problem is that the game doesn’t do going on! Such instances abound. At many points, GRAPHICS: 
anything with this rich environment. The levels the enemies in an area can be thwarted by simply SOUND CHECK: ee 


walking past them. They offer no resis- 


MULTIPLAYER: 


Beautiful worlds, ugly Al. 


Kronos Digital Entertainment 
Playmates Interactive 

and you'll pretty much need to read the Entertainment 
714-428-2112 
www.playmatestoys.com 
ing. Lotos’ range of movement, limited Win 95 CD 

P90, 16MB RAM, 84MB HD, 
4X CD-ROM drive, 16-bit 

is nothing like the range available in graphics card 

P120 or better 

$50 


tance unless attacked, despite their 


direct orders to blast on sight. 


MEAT PUPPET 


Getting started is a chore. There’s 
nothing intuitive about the gameplay, 


entire manual to know what you’re do- 
to running, rolling, and back-flipping, 


Crusader, and maneuvering around 
gets to be a pain. ~ 

The sound is also disappointing Tay PLAY T He DEMO ON 
(although the music is cool). On the ae g PC GAMES.EXE CD-ROM 


first level alone, you will hear an annoy- 
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BY GAMERS. | ; games online: XATRIX 
www.engagegames.com) esiertsinn 


©1997 Xatrix Entertainment Inc. All rights reserved. Redneck Rampage and Interplay are trademarks of Interplay Productions. All rights reserved. Interplay is the sole publisher and distributor. All other trademarks and copyrights are the property of their respective owners. 
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GameWizards is developed by ©1997 GameWizards, Inc. Marketed by WizardWorks, Inc. All other trademarks are property of their respective owners. 


Blood 


ake the Duke Nukem 3D Build engine, add a 

slight upgrade and a generous helping of blood, 

gore, and general bad taste, and lo! It’s a whole 
new first-person shooter. 

As a paltry plaything of the evil god Tchernabog, 
it’s something of a shock to wake up one morning to 
find yourself marginally alive, but in the body of a 
. surprisingly well- 
Gratuitous preserved corpse. 


The thing is, med- 


gore galore 


dling with the affairs 
of evil cults and landing yourself in an affair with a 
member of said cult will put you in these tricky 
situations. It’s obvious what must be done: Rescue 
the girlfriend and challenge Tchernabog to free 
yourself from his bondage. 

This task encompasses four episodes of six to 
eight levels each (with secrets thrown in) of stabbing, 
shooting, burning, and decapitating a range of 
bizarre and occasionally downright stupid 
enemies. There’s a broad range of weapons with 
which you can destroy enemies, including a 
napalm gun, Tommy gun, spray can, and voodoo 
doll. Head soccer is also a possibility, as decapitated 


zombies lose various appendages when killed. From 


When attacking zombies 
with the pitchfork, move 
forward, stab, then move 
back before they swing 
the ax. Repeat. 


the piddling rats who nibble at 
ankles to the crazily accurate 
(and therefore overly danger- 
ous) cult members, Blood 
presents a stern test of any ac- 
tion gamer’s twitch abilities. 

Sadly, nifty features such as 
moving boats in occasionally inventive level designs 
are hampered by shoddy AI. In all but the highest 
graphic settings, Blood also looks severely dated in 
its 2D glory. Supported by hearty screams of pain 
and evil cackling, the sound effects are passable. 

Eight-player network multiplayer options and 
support over the Internet are welcome, but 
messages such as “so-and-so was castrated/loboto- 
mized/sodomized” after killing an opponent are 
just too crass. While playing this game for the 
review, the distinctive sounds of a network Quake 
deathmatch floated to my ears. Without thinking, 
Blood was off and Quake was on. Which says a 
lot about Blood’s appeal... 

—Rob Smith 


ACTION 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


For those who want more (but 
accept less) of the Duke-like 


DEVELOPER: 
PUBLISHER: 


Monolith Productions 

GT Interactive 

800-621-4847 

Wee: www.blood.com 

PLATFORM: DOS 6.2/Win 95 CD 

REQUIRES: P75, 16MB RAM, 65MB HD, 
VGA, 4X CD-ROM drive 

RecommendeD: P133, SVGA 

StREET Price: $35 


Reloaded 


he original Loaded was a brutally violent, fun, 

and visually impressive overhead PlayStation 

shooter with a decidedly gritty atmosphere. It 
was an excellent game, and would have been a 
better choice for PC conversion than its subpar 
sequel, Reloaded. This is a strange little game that 
doesn’t begin to display anything worth mention 
until the fourth level. 

You take control of one homicidal maniac 
(from a choice of six) and waste everything across 


12 overhead 3D killing grounds. Only the levels 


that remain faithful to the look and feel of the first 


Another subpar conversion 


game provide any real enjoyment. The first few 
levels take place on a bright desert world featuring 
graphics that are worse than awful. The textures 
and characters are so blocky that they look like 
escapees from an Atari 2600 game. 

Then you get plunked down into a setting that 
looks suspiciously like a close-up view of a 
Syndicate Wars level. It’s dark and grungey, and the 
lighting effects are superb. The characters still look 
awful, but the dark helps hide the low graphical 
quality, and touches like streetlights and gunfire 
flashes help significantly. 

The sound and music are 
mediocre, the only multiplayer 
support 1s a single screen, two- 
player mode (same as the original 
PlayStation version), and you can 
save only at the end of a level. On 
top of that, the frame rate bordered 
on choppy in 640-by-480 mode on 
a P200 MMx. 

Play is still mindless action, but 
Not much mental expenditure 


needed here—just blow away all 
the blocky pixels that move. 
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the control-pad support 1s terribly lacking (only two 
buttons when it needs four). If Gremlin releases a 
3D-acceleration patch for the game, it would vastly 
improve the look and playability by allowing better 
frame rates in hi-res. As it stands, if you can muddle 
through the first few dismal levels (as tough as it 
may seem), there is some modicum of entertainment 
value. But with so many other truly great games 


around, it’s not worth the effort. —Jason D’Aprile 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


RELOADED 


Mindless violence backed by 


bad graphics. 


Gremlin Interactive 
Interplay 
800-969-4263 
Wes: www.interplay.com 
PLATFORM: DOS 5.0 CD 
REQUIRES: P60, 16MB RAM, 

2X CD-ROM drive 
Recommended: P166, 4X CD-ROM drive 
StrEET Price: $30 


DEVELOPER: 
PUBLISHER: 


ACTION 


comet 3 pene | Sere He pin 


: 2 ee. oo a ee aon: 
guess it’s true what they say about lightning 
never striking twice. After the splendid Scourge 
of Armagon, Quake Mission Pack No. 2: 
Dissolution of Eternity comes off as a rather work- 
man-like add-on to id’s world-beating 3D shooter. 
Assembled by Rogue Entertainment—the outfit 
behind Velocity’s interesting Doom spinoff, 
Strife—this 
attachment 
includes 17 


levels; a raft of 


You just can’t 


get enough 


new creatures (mostly variations on existing 
types), ammo (ditto), and deadly effects; and 
multiplayer spins on Capture the Flag and Tag. 
Spinning saw traps, multiple rockets and lava 
nails, and ethereal knights and eels do offer 


The final conflict is far more satisfying than 
the Shub-Niggurath disappointment. 


some degree of variety, however derivative 
they may be. 

What went wrong? Well, oddly enough, 
Dissolution lacks a sense of mission. The 
single-player levels, arranged in two episodes, 
are competently designed, but push neither 
the limits of the imagination nor the game system. 
Many of the early ones are obvious and joyless in 
structure, although the later Egyptian levels have a 
distinct style all their own. Compared to Scourge, 
which had a vibrant, real-world hook, No. 2 
doesn’t display much in the way of creative spark. 

I also ran into a few technical issues, including 
repeated RAM alerts on certain levels (using a 
machine with 64MB of RAM), enemy bodies and 
body parts suspended in air, disconnected heads 
rotating in place, and a sometimes-lethargic update 
on a Pentium 200 MMxX system. 

To its credit, QMP2’s difficulty level is more 
sensibly pitched than the parent game’s: “Hard” 
here is roughly the equivalent of “Nightmare” in 
regular Quake, and it’s a good challenge for vets. 


Dissolution of Eternity 


The levels in the second episode display consider- 
ably more ingenuity and make better use of 3D 
than those in the first: The earthquake effect, for 
one, was persuasive enough that it made me feel 
dizzy even while sitting down. And if you make it 
to the end, you’re in for a real shock. 

But I’m afraid that, overall, QMP2 falls short of 
my expectations—and its predecessor’s creativity. 

—Peter Olafson 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


DEVELOPER: 
PUBLISHER: 


Rogue Entertainment 

Activision 

800-477-3650 

Wes: Www.activision.com 

PLATFORM: DOS 5.0/Win 95 CD 

REQUIRES: P75,16MB RAM, 40MB HD, 
2X CD-ROM drive, registered 
version of Quake 

RecoMMENDED: P133, 4X CD-ROM drive 

Street Price: $30 


QUAKE MISSION PACK NO. 2 


p | Duke it out, alien-style | it out, alien-style 


erfect Weapon 


ere’s one of those rare and pleasant surprises 

where a little game you’d generally just scoff 

at turns out to be not just a solid title in its 
own right, but vastly superior to its nearest com- 
petitor. Perfect Weapon is similar to the much- 
hyped (and, in my opinion, awful) Time 
Commando, with its beautiful pre-rendered 3D 
scenery, excellent character animation, solid sound, 
and focus on hand-to-hand combat. The key 
difference is that this game is actually playable 
and interactive. 

Players assume the role of alien-abducted 

Captain Blake Hunter, Earth Command Defense 
Force’s top agent and world champion martial artist, 


as he winds his way through five levels of harsh 


set 


scout. 


alien landscape. While the game is mostly beat-’em- 
up action, it smoothly incorporates exploration and 
adventure as well. The “puzzle” elements—a minor 
part of the game—include things like finding keys 
and items necessary for Blake’s survival, and discov- 
ering hidden areas with powerups. 

One of the best things here is the martial-arts 
action: not only is it realistic and playable, but you 
almost always end up fighting four opponents 
simultaneously. Perfect Weapon is playable with 
the keyboard, but if you own a SideWinder 
gamepad, you’re in luck—the support is excep- 
tional, making fine use of all the buttons. 

Is this truly a Perfect Weapon? Not really. In 
combat, it’s often difficult to keep Blake aligned with 
his current opponent, which is pretty annoying. 
Also, because the game updates the screen instead of 
scrolling, and there’s no way to adjust the viewing 
angle, there are times when you lose sight of your 
character behind obstacles, or, even worse, because 
the game refuses to update the screen properly. 
Still, for fans of martial-arts games, this is a 


Even aliens should know better than to mess 
with a guy named Blake Hunter. 
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welcome title, and a fine alternative to standard 

2D slugfests and lame PC-only 3D tournament 

fighters. The action is fast-paced, and there’s a 

decent story and good control to back it up: 
—Jason D’Aprile 


GAMEPLAY: 8 
GETTING STARTED: B= 
GRAPHICS: B+ 

SOUND CHECK: B 


MULTIPLAYER: (V/A 


DEVELOPER: 
PUBLISHER: 


Gray Matter 

American Softworks 
Corporation 

Wes: Www.ascgames.com 
PLATFORM: Win 95 CD 

REQUIRES: P120, 8MB RAM, 1MB HD, 
4X CD-ROM drive 

P166, 16MB RAM, 
SideWinder gamepad 

Street Price: $38 


PERFECT WEAPON 


RECOMMENDED: 


Pia, [He DEMO OF 
PC GAMES.EXE CD-ROM 


From the developers of WarBirds™ 
“Online Game of the Year” 
- PC Games 


“ICI blasts Online Gaming into the Next Century!” 

; - Computer & Net Player 
“Take Privateer, mix in a little Capitalism, and sprinkle with some Civ...” 
- Computer Gaming World 


As featured) in February 1997 


N. amount of computer “simulation” will prepare you for life in the Dar System, . 


because in Planetary Raiders no one plays against the computer. 
Your enemies, allies, and competitors are hundreds of living, nerene human beings, 


brought together by the Internet. 


Will the next player you meet offer a trade alliance, or would he rather blast you out of 
the sky? You'd better choose your | trietids carefully, because in this world, nothing is 


predictable. 
Multiplayer Internet Gaming 
for Windows® 95 
Download Planetary Raiders for free off the hegatldboa at 
WWW. icigames. com 


aguas Planetary Raiders is not available in stores. 
For additional information or to set up an account today, call (817) 424-5638 


WarBirds and Planetary Raiders are trademarks of Interactive Creations Inc. All other trademarks are the property of their respective owners. 
Interactive Creations Inc. 1701 W. Northwest Hwy, Suite 220, Grapevine TX 76051 


“Jack Nicklaus 4 is arguably the best 
golf sim ever.” 


y product. Links finally — 
has some stiff competition.” 


Featuring five Nicklaus designed courses: Colleton River Plantation, 
Country Club of the South, Muirfield Village, Cabo del Sol, 
and Winding Springs. 
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Input the basic details | er 
of a course from a real Choose from a variety — 


scorecard-the “Wizard” nie Click and drag on its shape of templates, or create — 
automatically routes Na nee your own shapes. 


each hole. 


Changing terrain is as _ 
easy as click-and-drag. 


The result: a new bunker 


“Is it live or is it...?” Our 
Course Designer is so 
true-to-life, it’s hard to tell 
the difference! 


This image is of the 3rd 
Green at Country Club of 
the South. The left half of 
the image is from the 
Course Designer; the right 

ae ME half of the image is an 
Erected aes SSI nnn enn meen - actual photo. 


: : Choose from over 100 different types of 
_ trees, bushes, rocks, and other objects! 


— The Hole View of the new 
= bunker. 


that i ohana the ahot. “Club 
up and swing easy” for 

“ earitrol or a low trajectory; 
2 “swing hard” when you 
want spin and distance. 
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ADVENTURE 


VV y the fertile mind of Peter 
Gabriel. The ever-inventive rock su- 
perstar has taken an acute interest in 
multimedia throughout the decade, 
and his new title, Eve, blends game- 
P play, music, and multimedia 
ruminations on the nature of inter- 
personal communication into a superb combination. 


Eve is the enigmatic, addictive, graphically 
beautiful adventure game that all other adventure 
games wish they could be. It’s not for everyone; 
those whose concept of gameplay is limited to 
blasting away with an RPG need not bother. But 
gamers looking for something deeper—and, of 
course, Gabriel fans—will find Eve impossible to 
stop messing with, once they get the hang of it. 


That, unfortunately, takes some doing; if Eve 


has a flaw, it’s that it’ll drive many players to 
distraction at the beginning. When you start, you 
encounter a nude man and woman gyrating 
together briefly, then separating. Okay, the allusion 
to the Adam-and-Eve tale is obvious enough. Then 
Gabriel shows up with a suitcase and heads 
outside; when you follow him out, you find 
yourself in a landscape of nothing but mud. Now 
what the hell are you supposed to do? 

Gradually, things come clear—especially if you 
read the instruction booklet first. See, when Adam 
and Eve split, Paradise turned to mud, and you need 


to find the necessary objects to restore its full beauty. 


Doing that isn’t very instinctive: We strongly rec- 
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sort of detailed ambient soundtrack you 


ommend reading the basic hints in the instruction 
booklet. That'll help you figure out the game’s little 
quirks, like holding down the mouse button until 
an uncovered musical sample is finished playing 
(otherwise, it doesn’t get added to your in- 
ventory). 

Once you’ve figured it out? Oh, what 
an audiovisual treat awaits. As you find the 
inventory, new areas of the landscape open, 
and the decayed earth gives way to vibrant, 
lush greenery. Eventually, you’ve restored 
Paradise entirely, in the form of a beautiful 
English garden, All this is rendered in a su- 
perb 360-degree perspective, backed by the 


might expect from a musician of Gabriel’s caliber. 

That’s not where the amazing sounds end, 
either. Each of Eve’s four episodes features a 
Gabriel song (“Come Talk To Me,” “Shaking The 
Tree,” “In Your Eyes,” and “Passion”) that’s built 
from the sounds you collected. As you add sounds 
to your inventory, they’re available for you to build 
your own mixes of the songs, on the fly. You can 
do this either at a basic mixing area, or in an 
amazing graphical animation with clickable spots 
that trigger the sounds. That’s a better payoff than 
most games give you for solving puzzles, eh? 

And there are still more extras. Gabriel collabo- 
rated with four female artists on the look of each 
episode, and various buildings in the landscapes 
hold interactive installations of the artists’ work, as 
well as video samples of Gabriel and other lumi- 
naries discussing relationships in sound bites. Don’t 
skip these—some of them have objects you'll need 
to open up the environment and its pathways. 

Fortunately, Eve never loses sight of the play 
factor, and solving this game is as involving and 
satisfying as any adventure we’ve seen in a long 
time. Moreover, it’s a game that doesn’t force any 
pace on you. Want to solve the puzzles and restore 
Paradise ASAP? Go as fast as you like. If not, you 
can linger with the extras, meandering your way 
through. The sense of expansiveness and subtle 
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playfulness in Eve befits an artist who employed 
dancing flowers and other theatrics in his Genesis 
days and concocted the oddball video brilliance of 
Miia eal Gabriel should bag music 
: —— and do games 
full-time...nah. 


GAMEPLAY: B + 
GETTING STARTED: C- 

GRAPHICS: A 
SOUND CHECK: A+ OVERALL 


EVE 


MULTIPLAYER: N/A 


An endlessly addictive gaming and 
musical treat. 


DEVELOPER: Starwave/RealWorld 

PUBLISHER: Inscape 
310-312-5705 

Wes: www.inscape.com 


M: Win 95/Mac CD 

S: 486/66, 8MB RAM, 10MB HD, 
VESA local bus or PCI video, 
2X CD-ROM drive 

i MENDED: Pentium, 16MB RAM 

ET Price: $40 


PLATFOR 
DE 
E 


REQUIR 


i ¥ In the beginning, it’s a good idea to 

: met Play with the Web site hints open on 

‘your s screen; go to http://realworld.on.net/eve/index. 
html. ‘W The dancing ball of light is easy to grab, but 
harder to get rid of; usually Gabriel needs it dropped 
on him. © It takes three tries to smash a dwarf. 
Vv Save your song mixes: RealWorld plans an 
Internet site where you'll be able to post them and 
download other players’ versions. 


. SEE MORE ONLINE 
Seay = htto://www.pcgames.com 


Win 95 is cool, but sucks 


with DOS games! 


MECH WARRIOR 2 


Games run best on the operating Get it and play it - fast! 


1 / 
system they were designed for! System Commander’s automatic installation will 


You’ve got great DOS games, but you really want to have your PC ready to add OSes in less than 5 
try that new Win 95 game. You want it all. But, if you minutes. And, unlike some utilities, it uses less 
upgrade to Win 95, it will really hose your DOS than 1 MB of hard disk space and no RAM! You'll 
games. With System Commander you can play be up and playing your favorite games in minutes! 
each game the way it was meant to be played. ..on 


the OS it was designed for. | GET SYSTEM COMMANDER FOR 
. ONLY *99° 


and that includes our 
unconditional 60-day 
money back guarantee! 


System Commander allows you to boot 
both DOS and Win 95 on the same PC. In 
fact, with System Commander you can 
run up to 100 different OSes on your 
~ machine! You just turn on your computer, 
~ pick the OS you want from the menu, and 


let System Commander do the rest. CALL TODAY AND PLAY YOUR 


| ; BRAINS OUT TOMORROW! 
Easy installation even your 
parents could do! 


800-648-8266 
As you install new OSes, System Commander automatically 


copies key files and adds each new OS to its menu. System www.v-com.com 


Commander manages unique copies of configuration files for Mention this ad and get FREE" overnight shipping! 
each installation of DOS, Windows 95 or any other OS. 


Look for System Commander in the utilities section of most major software stores, including: 


Babbages==— compuss MG <f 


EGGHEAD Frigg = micocncy softwaregD 


W V Communications + 2290 North First St. Suite 101PCGS * San Jose, CA 95131 * (408) 965-4000 cumeaiepl 


* Orders received after 12:00 p.m. PST will be shipped the next business day. No Saturday delivery. Standard shipping outside US. CA res. add $7.25 sales tax. 
Offer subject to change without notice. All logos and product names are trademarks or registered trademarks of their respective companies. VISA/MC/Amex ©1997 
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OF all-the resources on this base, 
Navigator Ta may be the most 
precious. She is the only person 
able to get us to a safe world. 


f you can imagine the 
original Zork updated with 
polygonal visuals and a British accent, then you 
have a good idea of what Psygnosis’ new adventure 
game, Sentient, 1s all about. As a relief medic sent 

to a far-off space station in danger of being con- 
sumed by a nearby star, it’s your job to investigate 
the true cause of increased radiation sickness 
among the crew. Along the way, this turns into a 
conspiracy directed at undermining the station’s 
energy-mining mission. Heady stuff. 

Gameplay is mostly walking around the station 


and talking to people who wander by. Keeping 


Every bloke has a story, and 
you must listen to each one. 


Sentient 


track of who you speak to isn’t 
easy, because whoever named 
these characters spent too much 
time reading Dune—names like 
Azzaira, Garrilac and Malicek (and 
those are only the last names). At 
least they have actual human faces 
bolted onto their polygon bodies 
so you can tell them apart. Players 
have a wealth of conversation 
options to choose from, and the 
game encourages you to revisit 
people to gain new information. 
Sentient also gives you the option 
of being aggressive or passive in your interactions. 
Strangely, considering the high-quality sound 
effects, what characters say is read comic-book 
style, rather than spoken. 

Sentient 1s a completely real-time adventure, 
and while there are some events outside the control 
of characters that can influence your progress, 
what drives the game is a near-total reliance on 
character interaction. Sometimes people are happy 
to say hello and chat; others will stun you on sight. 


Since every interaction 1s different, how you adapt, 


Zork in space 


resolve, and learn from them is how you will 
progress. Unfortunately, getting through this game 
takes an incredible amount of time. Thankfully, 
Psygnosis did not rely on puzzles to slow down an 
already laborious process. 

If hours of roaming around investigating a mys- 
tery and chatting it up with futuristic British locals 
far out on the galactic rim sounds interesting, then 
Sentient 1s for you. 


—George T: Chronis 


GAMEPLAY: C 

GETTING STARTED: B 
GRAPHICS: B= 
SOUND CHECK: A= 


MULTIPLAYER: N/A 


SENTIENT 


PUBLISHER: Psygnosis 

800-438-7794 

Wes: WWwW.psygnosis.com 

PLATFORM: Win 95 CD 

REQUIRES: P90, 16MB RAM, 
2X CD-ROM drive 

RECOMMENDED: P133 


STREET Price: $45 


Fable 


able is Sir-Tech’s mark in the long-standing 


tradition of third-person-perspective 


adventure games. It’s a graphically 


Meet the gruff 
woodsman, one of 
many strange 
characters to be 
found throughout 


impressive tale of good and evil, where you 
must struggle to restore the failing balance of 


your world. 


As young Quickthorpe, your quest involves 
searching a mythical land for four magical 
gems, each guarded by a being whose apparent 
sins against the land and the ancient inhabitants 
led to his being transformed into a terrible monster 


forced to keep watch over the crystal. 


Simple adventure, 


strong story 


Fable’s plot and graphics are certainly promis- 
ing, and make for an involving fantasy setting, but 
in other areas, the game design doesn’t measure up. 
For one thing, much of the dialogue is annoyingly 
bad, replete with awful jokes and occasional mod- 
ern-day references that are painfully out of place. 
The major problem is that the gameplay is dated: 
the puzzles are completely item-based, though 


some are rather obscure, and the dialogue is 


the various 
realms. 


treated in a primtive fashion (you essentially 
just go through the whole list of possible queries 
whenever you meet someone). To top it off, the 
main character’s generally whining demeanor 
quickly becomes grating. 

The graphics, animation, and certain visuals 
are quite striking, making for some interesting 
sights; the music and sound effects are good as 
well. Indeed, Fable gets high marks for its presen- 
tation, and the game itself would have looked 
much better had it been released a couple of years 
ago. In today’s market, however, the simplicity 
could appeal to younger and more casual gamers, 
but hardcore adventure gamers will have seen 
—Jason D’Aprile 
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most of this before. 


GAMEPLAY: C 

GETTING STARTED: B 
GRAPHICS: B+ 
SOUND CHECK: B+ 


MULTIPLAYER: N/AN 


DEVELOPER: 
PUBLISHER: 


Wee: 
PLATFORM: 
REQUIRES: 


RECOMMENDED: 
STREET PRICE: 


Telstar Electronic Studios 
Sir-Tech 

800-447-1230 
Www.sir-tech.com 

Win 95/DOS 5.0 CD 
486DX/66, 8MB RAM, 
VESA 1.2, 2X CD-ROM drive 
Pentium, 16MB RAM 

$40 


Duckman, private dick and farrily man, is once again 

down on his luck, having lost both his show and his 

family. Help quide our favorite duck—detective 

through this off-beat, zany adventure 

in order te get his life back! 

¢ Interact with characters from 
the popular sundicated televisior 
show like Cornfed, Kernice, Ajax, 
Charles and Mambo, and King Chicken. 

. Featuring the voices of Tim Cuny, Naney 
Travis, Dweezi! Zappa, and Grega Berger. 

¢ More than 10,000 frames of awesome 
hand drawn animation. 

° Solve puzzles, aveid traps, and explore over 
4() locations and 80 different scenes. 


http://www.plauratestoys.com 


RATING PENDING 


Duckman™ and ©1997 Paramount Pictures. All rights reserved. Software 


created by Illusions Gaming Company. Art and design © 1997 Playmates 
PC Cc D-ROWNMI Interactive Entertainment Inc. PIE is a registered trademark of Playmates 
Interactive Entertainment Inc. All rights reserved. 


ENTERTAINMENT SOFTWARE 
RATINGS BOARD 


Illusions 


iF-22@ RAPTOR™: FIRST LOOK, FIRST SHOT. FIRST. ALLL 


LEGENO 


enim poate. 


Fly the most lethal combat aircraft ever designed, _ 


recreated with unprecedented reali 


~ fro 


m Interactive | 


Unrelenting action 


ae 


a 


| 4 Truly dynamic 


never the same missions twice. 


real-world elevation 


data and digital satellite photography—so true _ 


b F Mi 
a 
0 


to the real thing that we'll give Oe 


2 ae: 


navigation chart for planning 


ini 


) gistered trade 
mark of Interactive Magic, Inc. All other trademarks are the property of | 
their respective owners. ©1997 Interactive Magic, Inc. All rights reserved 


¢ 


{ 

eemout 
il i ‘i ‘ 
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) iF-22 Raptor is a trademark and Interactive Magic is. 


\ 


MW 


How the Future is Played™ www.imagicgames.com 


To obtain a copy, visit your local retailer or order direct at 1-888-232-5839. 


Interactive Magic, P.O. Box 13491, Research Triangle Park, NC 27709 


Shivers Two: Harvest of Souls Ff 


Rock videos do have 


By Peter Olafson 


t’s been said that the 
people of America’s small 
towns know how to live, 
but you couldn’t prove that 
assertion with Cyclone, 
Ariz. Shivers Two: 
Harvest of Souls finds 


a 


you freshly arrived in 
this landslide-locked 
little burg (Population: 
You) to discover that your rock-band friends are 
missing. So is virtually everyone else. Guess who’s 
been elected head roadie? 

This handsomely-appointed town 1s more or 
less open to your prying hands, and veterans of 
Shivers will be pleasantly surprised at the secrets, 
would-be inventory objects, and good gossip it 
holds. You can extract clues from the band’s videos 
(which can be viewed on TV sets around town) 
and the contents of the townfolks’ answering 
machines, bureau drawers, and wastebaskets. 
Exploration pays: The more you poke around, the 


higher your point total. Navigation is simple via a 


map mode that means you don’t have to trudge the 


long way around to places you've already visited. 
It seems the story has loose ties to Native 
American mythology. Your object is to retrieve 
a dozen prayer sticks from their hiding places 
around town and a nearby mine (typically by 
solving artful graphical puzzles) and return them 
to a hidden room off a nearby canyon. 
To open the door to that “Kiva” you'll need to 


find symbols on the walls of the adjoining canyon 


“Another pretty-but-forbidding locale in the town of Cyclone. 


Cycione’s version of Tickle Me Elmo? 
_ I don’t think so. — oS 


and then solve Tangram puzzles (an- 
cient Chinese paper-shape “Jigsaws” ). 
If your “life essence” runs out—el- 
ther from game events, hauling 
prayer sticks around, or the 
wall carvings taking pot 
Mase shots at you—well, that’s 
a 
: what saved games are for. 
Compared to the 
original Shivers, designer 
Marcia Bales has worked hard at building up the 
story, clothing the conundrums with more adven- 
ture-game fabric, and making them feel practical 
and more intrinsic to the game. In one puzzle, you 
have to line up the numbered balls in the local 
church’s bingo machine. To get inside a 
bank, you have to balance the books. 
Elsewhere, you’re manipulating a bat to 
clear a buggy basement. Only occasion- 
ally did I feel a puzzle was built merely 
to make my in-game life a bit harder. 

A better game engine has certainly 
helped. Movement is still Myst-like, 
but 360-degree rotation has been 
added, a la Zork: Nemesis, as well as 
the ability to look up or down about 
30 degrees. This creates a sense of 
seeing what you want to see, and not 
just what the game’s prepared to show 
you. Cyclone isn’t a slideshow—it’s 
more of a place. (And a weird one.) 

Innovative touches also help: An Internet link 
allows you to chat with other players while you're 
playing the game—a 
nice addition to what is 
traditionally the most 
solitary of computer- 
game genres. Also, the 
architecture of some of 
the game’s puzzles has 
been left open; using 
text files, you can edit 
their layout and share 
your wickedness with 
your friends. 

At the same time, 
however, Shivers Two 
exhibits what I call the 
“Nickelodeon factor”; 
that is, it’s a touch 


generic. It’s never really 
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hidden meanings 


ADVENTURE 


scary, and your nemesis proves downright laugh- 
able. It’s rarely murderously difficult. And while | 
like the rock-video concept, musically, it’s strictly 
middle of the road. 

Moreover, the game occasionally struck me as 
a bit sluggish on a 200MHz Pentium, and some of 
the 3D graphics display a “fishbowl” effect. In 
addition, I think the manual gives away too 
much—not only the lyrics to all the songs in the 
videos, but explanations of the objectives of each 
of the graphical puzzles. 

After all, Shivers Two isn’t a chore that has to 


be finished on deadline. It’s an adventure—and a 


pretty decent one at that. 


Cyclone’s café is almost...hip! 


GAMEPLAY: B 
GETTING STARTED: B= 
GRAPHICS: B 
SOUND CHECK: C+ OVERALL 


MULTIPLAYER: N/A 


Innovative in spots, but it lacks a 
certain punch. 


PUBLISHER: Sierra On-Line 
800-757-7707 

Wes: WWww.sierra.com 

PLATFORM: Win 95/Win 3.1 CD 
REQUIRES: 486DX/266, 12MB RAM, 
SVGA, 2X CD-ROM drive 
Pentium, 16MB RAM, 

4X CD-ROM drive, Win 95 
Street Price: $50 


HARVEST OF SOULS 


RECOMMENDED: 


TIPS m W Don't erase the messages you find 

: on the answering machine in your 
room: the numbers in them are important. W Use the 
gum you find in the motel foyer to cover the red light 
on television sets; that way, you can watch the 
videos without being hypnotized. (Just bored.) W Be 
sure to put the prayer sticks in the holes with the 
matching symbol; otherwise, you'll have to go back 
and get them again. 


SHIVERS TWO 


FLY 


etl oad Bee 


Pees 


& DRIVE 


Awesome graphics make this 
arcade racer smoke. 


can race on eight different courses, 
including the Great Wall of China, a 
“Dirt Arena,” and a snow course. 
Choose from one of 16 cycles, offer- 
ing varying degrees of acceleration, 
speed, and handling; then select from 


Practice mode or Single Race mode, 


f you like your racing games to be long on fun 


where you race against 23 others, or go for a 
and short on realism, you'll love Moto Racer. championship season in Grand Prix mode. 
This is the way moto-cross racing should be Though the action has a definite arcade bent, 
done: from the safety of your winning isn’t a given, even 


computer screen. None of on the Easy setting. It would 


Get your 


those bothersome hassles like have been nice if you could 


drift a little bit off course to 


Moto running 


wrecking your bike, breaking 
your leg, or scraping large chunks of asphalt from change the pace and throw in some more uncer- 
your flesh as you skid on your ass at 100 miles an tainty; as it 1s, you almost seem stuck on the 
hour when you fall off. Where’s the fun in that? But course, and for a racing game, that’s a bit of 
a good, entertaining sim—that’s a different story. a problem. But Moto Racer really comes alive 


The first thing that stands out are the superb 


graphics. While good on a typical setup, the graph- 
ics in this D3D-supported game are truly amazing 


ona machine with a 3D accelerator card. You 


hose of you who 


a 
A 

| "\, | Formula 
u One racing but 


found MicroProse’s 
F1GP2 unwieldy should give 
Power F1 a try. Put simply, it’s 


Good, clean racing fun 


braking, steering hints, and optional damage are 
just the thing for beginners, while full simulation 
one hell of a racer. modes and a complete auto-body shop that lets 
Power F1’s stats are based on you tweak important car systems should keep 
the 1995 Formula One season hardcores drivers ridin’ high. 
data, and all 17 tracks are very realistically Multiplayer options include serial, split-screen, 
represented. Compared to more arcade-based and a six-player network mode. There’s built-in 
racing games, the courses are a bit plain in terms steering-wheel support, too, though configuring 
of layout and road obstacles; nevertheless, they’re controls isn’t nearly as convenient as it should have 
challenging and wrought with enough curves to been. Also, Win 95 support is rather spotty: the 


keep you on your prover- game doesn’t always 


bial driving toes. give you full sound 
unless the full DOS 


install is used. 


Better yet, the game is 
chock full of options to 
accommodate players of The graphics, on 
all skill levels—arcade the other hand, are 
and simulation modes, 
user-friendly steering, and ‘ 
a variety of ways to 
customize your car. 


Options such as auto- 
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oto Racer GP 


when you go head-to-head with a buddy or in an 
eight-player LAN game, where you can see who’s 
really king of the dirt hill. The action is fast and 
the clashes brutal; the whole event is a nitro- 
charged rush. 

It won't challenge NASCAR for racing sim of 
the year, and it isn’t as brutally wonderful as Road 
Rash, but this one’s definitely good for a spin 
around the old Great Wall. 


—Shane Mooney 


GAMEPLAY: > 
GETTING STARTED: /\- 
GRAPHICS: /\- 
SOUND CHECK: > ~ 


MULTIPLAYER: | 


DEVELOPER Delphine Software 

PUBLISHER: BMG Interactive 

Wee: www.bmg.com.au/interactive/ 

PLATFORM: Win 95 CD 

REQUIRES: P90, 16MB RAM, 2MB SVGA 

“ecommendeo: MMX system, 3D accelerator 
card 

STREET Price: $50 
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excellent—in hi-res, they look almost 3D- 
accelerated—and the game runs fairly well on 
lower-end Pentiums. The sound effects are superb 
as well, perfectly capturing the feel and intensity of 
the race. 
And did I mention that the game comes 

bundled with a copy of Big Red Racing, a gem in 
its own right? For Formula One fans of all kinds, 


this is a great deal. —Jason D’ Aprile 


GAMEPLAY: \- 
GETTING STARTED: | + 
GRAPHICS: [3 + 
SOUND CHECK: [3 +- 


POWER F1 


MULTIPLAYER: | 


DEVELOPER: 
PUBLISHER: 


Teque London 
Eidos Interactive 
Wes: www.eldosinteractive.com 


PLATFORM: 
REQUIRES: 


DOS/Win 95 CD 

486/66, 8MB RAM, 2X 
CD-ROM drive, 1MB SVGA, 
VESA 2.0 

Recommenoeo: P90, 16MB RAM 

STREET Price: $50 


Firebird 2 


Weve go 


LO ick butt 


ace One 
on the aIiet. 


When you're up against the archenemy, you need big fire 
power. You need Gravis. Whether it’s the GamePad Pro, Blackhawk, 


Firebird 2, the award-winning GrIP Game System or Thunderbird — you 


won’t find a more advanced method of annihilation. Gravis is for those of : 


Ba ee ee BOG 2 ae 


We We ES 


99 


you who stop at nothing to conquer your opponent. And Gravis is the 
original. We’ve been making game pads and joysticks longer than anyone 


else. So get Gravis and start playing games the way they were meant to be 


played. Find them at your favorite store or call us at 1-800-257-0061. 


{ oaming for the 21st century } 


© 1997 Advanced Gravis Computer Technology Lid. All rights reserved. Gravis and Firebird 2 are trademarks of Advanced Gravis. All trademarks ore the property of their respective owners 


WHY GARRAE GONE SYNDROME Is A BATTLE INJURY. 


ee ree ea ee 
$ 2 0. | ae ee © 1 Se CAN HANOL E. 


120,000 USERS, 500 SERVERS, 54 COUNTRIES, 60 GAMES. THE BEST MULTIPLAYER GAMING ON THE NET. 
WWOhW KALI.NET 


By Robert J. Elisberg 


h, the joys of breaking the speed limit 
without getting a ticket. Maybe there 
is a driver’s heaven. 

Need for Speed II starts out impressively, with 
movies of sleek Ferraris and Jaguars roaring across 
your screen. Of course, the heart of any racing game 
is the beloved cars themselves, and the game lets you 


choose from eight classy models, including the 
McLaren F1, Lotus Espirit V8, Italdesign Cala, 
Ferrari F50, and Jaguar XJ220. A Showcase screen 
goes into great spec detail about these hot cars, along 


with a slide 
show, video, 
and history of the manufacturer. 

It’s also in this options area that NFS II lets you 
join the pit crew and configure a car to your heart’s 
content. Most players probably won’t want to get 
their hands that greasy, and will simply accept the 
defaults and go, but for real, racing-mad fanatics, 
there’s the option to fine-tune details like gear ratios 
and brake bias, as well as setting the front and rear 
downforce to affect your steering. 

Armed with your favorite car, you’re ready to 
choose your raceway. Six detailed courses take you 
around the world, from the Himalayas to the 


Need for Speed II 


Mediterranean to the Australian 
Outback and the Pacific Rim. 

As for the type of competition, 
you can race all by your lonesome, 
or select the number of cars to 
compete against in a single race 
(either 1 or 11). You can choose a 
full-blown tournament, or go for a 
“knockout,” where the losing car is 
dropped out (but where you can 
earn a bonus track). There’s also 
two-person play 
available via split-screen, 
direct modem 
connection, or serial-cable 
link, as well as an eight- 
person network-play op- 
tion over an IPX network (which has 
the added advantage of allowing all 
eight players to play from a single CD). 

As your anticipation revs, it’s finally 
time to start your engine. While the 
cross-country races provide good 
entertainment, the graphics and action 
are much less than the exciting opening 
screens promised. But make no mistake: 
there’s still a lot of fun, challenging racing here, 
especially on the more advanced courses. Racing 
through the winding streets and snowy mountains 
of Nepal is a treat, though it’s extremely difficult, 
especially in the more realistic simulation mode. 

The more advanced the course, the more detailed 
the surrounding graphics. You can view races from 
four perspectives—the driver’s seat provides the most 
realism, but the overhead gives a more interesting 
sense of the race. As involving as the game gets, the 
graphics don’t really do these sleek machines the 
justice they deserve. 

As you blast around the countryside, a 
Heads Up Display provides important de- 
tails, such as your current race position, 
time, and track map. What’s there is well- 
presented, but there are gaps. For instance, 
you’re only given lap time, not your cumula- 
tive effort. It'd also be nice to have a full 

map of the track on 
screen, not just the sec- 
tion where your car is 
currently located. And 
how about a mileage 


counter? 
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FLY & DRIVE 


Fast and 
furious 


That said, multiplayer racing is great over a 


LAN. Simple controls make jumping into a game 
easy, and once you’re there, pushing these high- 
performance cars to the limit is intense, particularly 
with traffic. A replay option lets you relive those 
close finishes or spectacular failures—great for 
backing up bragging rights. 

In the long run, NFS II will prove entertaining 
for people whose veins flow with 10w40 oil. For 
everyone else, it’ll be fun for several laps, but 1s likely 
to run out of gas. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS : 
SOUND CHECK: 


MULTIPLAYER: 


Electronic Arts 

800-245-4525 

www.ea.com 

Win 95 CD 

P90, 16MB RAM, 10MB HD, 4X 
CD-ROM drive, Hi Color video 
P166, 7OMB HD, 

steering wheel 

$40 


NEED FOR SPEED ll 


Type these codes at the main 
menu (you'll hear an ignition 

sound if done correctly): hollywood: bonus track; slip: 
slip-and-slide mode; pioneer: gives all secret cars a 
super engine; bus: school bus; commanche: Jeep 
Comanche; semi: big truck; armytruck: army truck; 
snowtruck: Mercedes Unimog; vwbug: VW Beatle; 
volvo: Volvo; bmw: BMW; mercedes: Mercedes; 
miata: Miata; jeepyj: Jeep YJ; quattro: Audi Quattro; 
vanagon: VW Combi; landcruiser: Toyota Landcruiser; 
vwtb: VW Fastback. 


By Peter Olafson 


ovaLogic 

was one 

of the first 
companies to make flight 
sims look like real life. Who 
played Comanches 1, 2, and 
Werewolf and didn’t admire 
those lite chopper sims’ 


rounded hills, picturesque 
installations, and taut explosions? 

But none of that prepared me for 
Comanche 3. This is a luminously real experi- 
ence that transcends the limitations of com- 
puter flight. There’s no sense of participating in 
a mockup. I wasn’t sitting at the computer; I was 
sitting at the controls. 

Terrain in Comanche 3—the debut of Voxel 
Space 2 technology—has the flow of real terrain. 
Buildings look like real buildings, and the range of 
internal and external views and the green-screen in- 
cockpit monitor further enhances the effect. Enemy 
vehicles and choppers are splendidly presented in 
their own right, and | think that I shall never see a 
flight-game tree as realistic as a Comanche 3 tree— 
now there’s a claim to fame. 

Fortunately, you’re well-armed against ever 
having to see the enemy too close up. The RAH- 
66 Comanche attack copter is equipped with 
Hellfire air-to-ground missiles, air-to-air Stingers, 
a 20mm cannon, and, frequently, the ability to 
call down artillery strikes on a target—which is 
like having a friend among the Gods. 

Together with a wingman (who is nothing more 
than reusable ordinance; essentially, you can tell 
him “attack my target” and that’s that), you'll fight 


the good fight in roomy air spaces over Odessa, 


Siberia, Cuba, and Saudi Arabia. Thrilling radio 


Comanche 3” 


chatter, lashing winds, and the sound of distant ex- 
plosions make these memorable missions feel like 
stories, and that’s an invaluable distinction. This 
flight sim is also an adventure. 


Once you’ve exhausted the 32 combat missions, 


a multiplayer option allows you to play in coopera 
tive mode or beat up on your friends in four melee 
zones. The game supports IPX network, modem, 
and serial-cable connections. 

Hell, it’s a blast even when you go to pieces. 
Comanche 3 has absolutely the best crashes I’ve 
seen—an impression vigorously reinforced the first 
time my chopper went down above a slope. The 
perspective switched to a third-person view, and | 
watched the craft slam to earth and began to slide, 
burning, down the hill toward me. I couldn’t help 
myself: I flinched (at least mentally) as if it was 
about to come through the screen. 

The controls are detailed—every key seems to do 
something—without ever feeling complicated. | 
credit this to the half-dozen training missions, which 
strike the perfect balance of challenge and education. 

If this all sounds more like an 
entertaining flying shoot-em-up 
than a sim, try the advanced 
flight model, which requires a 
much more measured, attentive 
approach. Here, the restless crea- 
ture inside the Comanche is given 
full rein with an incredibly realis- 
tic flight model (according to heli- 
copter pilots who worked on the 
project at all stages). It becomes 


a challenge to simply reach your 
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target without blowing yourself up. For example, 
in colder climates you'll find it more difficult to 
hold the Comanche in a hover, due to changes in 
air density. 

True, the game is a bit too tightly scripted to 
reward replays, the missions are fixed, and it might 
be nice if the progression of the campaigns was 
more flexible. And I found the generic pre-mission 
rock score intensely irritating. (I really wish com- 
posers would forget Top Gun.) 

But I'd suffer through a lot to play a game as 
good as Comanche 3. This is glorious. Just glorious. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


COMANCHE 3 


NovaLogic 
818-880-4997 
www.novalogic.com 


DOS/Win 95 CD 

P100, 16MB RAM, 20MB HD, 
VGA, 2X CD-ROM drive 

P166, VESA graphics for hi-res 
$50 


The “Showdown” mission can prove 

tricky. Keep an eye peeled for ground 
units around the #2 waypoint and send off a Hellfire 
the moment one is located. (You only have two, so 
make them count.) Make sure your air-to-air 
Stinger missiles have a clear path to their target. 
When operating at low altitudes, they're prone to 
detonating against hillsides en route. 


Net Warrior 


0 you indulge in games like 


Quake, Duke, and Mech Warrior 


2 on your own, but you're fasci- 
nated with the thought of playing 
against human opponents, maybe 
Finland or Australia? Net Warrior 


takes a stab at starting you oft. 


The package aims to get you up 
and running in the world of online 
action games, in part by 
supplying you with the 
tools you'll need to survive: 

a month of free Internet ac- 


cess to ISPs like EarthLink, 


Introducing: 
online action 


Prodigy, CompuServe, and MSN; 
online-gaming-provider software for 
TEN, Mplayer, IGZ, and more; 
demos and game enablers; Web 
browsers; and information on where 
to find more. 
two CDs, and Net 
Warrior follows 
through on its easy-to- 
install, easy-to-use ide- 
ology with an intuitive, 
if uninspired, interface. 
If you're already 
connected to the 
Internet, you probably 
don’t need this. But for 
the novice, it’s a good 
place to start. And the 
save on download time is a boon for 
—Amy Crigger 


any online gamer. 


Macmillan 
Digital USA 
800-910-0099 
Www.mcp.com 
Win 95 CD 
$30 


nline 
aming 
tarter Kit 


ou won’t find the action 

angle of Net Warrior ‘round 

here. Quick, easy access fo a 
range of classic board and card 


eames, as well as some educational 


Test drive a few 
family favorites 
trivia games, is what this guy’s 
all about. 

ISP software and game demos for 
such classics as checkers, bingo, 
backgammon, bridge, hearts, and 
blackjack form the backbone of the 
Online Gaming Starter Kit. 

There’s a good selection of 
trivia-game demos, too, 
highlighted by the im- 


mensely popular You Don’t 


Advertisement 


ARE STRATEGY GAMES TOO 


CIVILIZED? 


COMING THIS FALL 
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Know Jack. If you’re looking for a 
quick way to find family-oriented 
online gaming, this is a good option. 
And yet, while it seems packed 
with necessary products, there really 
isn’t a great deal of content here, and 
the graphic interface is monotonous. 
The best thing about this pack 1s 
that it saves you lots of time on 
downloading demos and searching 
for online-game services. It also 
stays true to being extremely easy 
to install and use. But that’s not 
quite enough. —Amy Crigger 


Macmillan 
Digital USA 
800-910-0099 
WWww.mcp.com 
Win 95 CD 
$30 
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IMPERIALISM Is a trademark of Strategic Simulations, inc. ©1997 Strategic Simulations, inc. a MINDSCAPE Company.Ail rights reserved 
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Cutting-edge 3D graphics supported by the following cards: 
¢ Video Logic Power VR 
¢ 3DFx Card 
e 3D Labs Permedia 
* Rendition Verite 
* ATI Rage Mk2 


ADULTS 


CONTENT RATED BY 
ESRB 


Licensed by FOCA to Fuji television. Wipeout XL, Psygnosis and the Psygnosis logo are trademarks of registered trademarks of Psygnosis Ltd. © 1997 Psygnosis Ltd. The ratings icon is a trademark 
nteractive Digital Software Association. Windows® is either a registered trademark or a trademark of Microsoft Corporation in the United States and or other countries. eo 


‘el 


s. 
> 


FORMULA! 
WORLD 


CHAMPIONSHIP 


hy 


Haine ia a a 
ye 


Ae 


FOR WINDOWS 935 ? Fs HERBERT 2 FINISH LINE 
: BENETTON RENAULT 4:37.209 
30 ACCELERATION REQUIRED TAG HEVER Official Timing 
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ROLE PLAY 


oes anybody besides myself get that comet- 

viewing thrill when a well-loved RPG series 

swings through with a new release? The 
Arkania comet has blazed into view during a 
particularly bleak period for RPG gamegazers, 
and it’s a welcome return. 

If you haven’t played any of the Realms of 
Arkania series before, a quick recap should bring 
you up to speed. This fantasy role-playing series is 
set In a pseudo-medieval Scandinavian universe 
notable for a game system with the detail of a full 
table-top RPG. There are 50-plus skills and more 
than 80 spells for your 6 team members to choose 
from, be rated for, and improve as they gain experi- 
ence. Each character also maintains statistics for 7 
positive attributes (wisdom, agility, charisma, etc.) 
and 7 negative 
attributes (violent 
temper, acrophobia, 
and more). 

Combat allows for 


a sophisticated degree 


of tactical, turn-based gaa ie ae 


— A | hy 


control on an isomet- aaa ZUR INES Tie). 
Tem eeenccetmmunems Atmospheric lighting 
isn’t seen in any other 
computer games these 
days. In addition, there are enough activities to 
perform and objects to manipulate to keep hardcore 
RPG devotees happy for a millennia. 

Riva uses the same game engine as the previous 
two releases, Blade of Destiny and Star Trail, with 
some tweaking around the edges. The biggest 
change is a complete online manual with hypertext 
links—useful when you really don’t want to page 
through the printed documentation for the 
name of a particular spell or the attributes that 
affect a given skill. 

The standard options of complete user con- 
trol over your party and computer-controlled 
combat for any of your characters have been 
joined by instantaneous combat resolution. 

This isn’t likely to prove very popular, however. 
Riva’s audience consists of players who relish 
the thrill of every successful attack and cringe 
as a spell misfires or a weapon breaks. And 
given the series’ hardcore RPG approach to 
character generation, advancement, item 


Realms of Arkan 
Shadows Over R 


By Barry Brenesal 


gives the dated 
graphics some real mood. 


It wouldn’t be an 
RPG without a 
cheesy bartender. 


manipulation, and 
environment, Riva’s 
new easy combat 
isn't likely to boost 
its overall appeal to 
guzzlers of RPG Lite. 
Nor is that 
surprising, for the 
Arkania series takes 
place in a complex 
world that repays the 
effort spent learning its ways. Riva in 
particular draws you in with quests, plots, 


and counterplots among its various factions. Even its 


“good guys” (the human, dwarven, and elven races) 
sometimes war with each other, and everybody 


looks with suspicion on the 


ees 
Same —_—elligerent orcs and their distant 
cousins, the half-orc/elves. 
Arkania’s visuals have admit- 
tedly grown dated, but they have 
done so gracefully. The 320-by- 


200, 256-color screens appear 


a; 


smudgy in data and item menus, 
yet they still create very atmos- 
pheric city and combat back- 
drops. There’s far more 
texture-mapping in Shadows Over Riva than in 
its predecessors, and the dungeons and towns have 
more complicated physical layouts that employ 
angles rather than square corridors and rooms. 
One thing I could definitely do without is the 
return of several of the series’ annoying little 
quirks, like the inability to “look” at an item by 
simply double-clicking on it. (You have to click 
and drag the item up to 
a character’s eye icon.) 


Nor is anything hot- 
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Rendered cut scenes add 


Intense role 
playing for 


RPG diehards 


keyed, which means 
you have to right- and 
left-click through a 
series of extensive 
menus and submenus 
to select options. 
Shadows Over 
Riva 1s reportedly the 
last in the Arkania 
series. Technically a 
little long in the tooth, 
impact to the story. it nevertheless remains 
capable of generating 
an engrossing tale and providing a thoroughly 
detailed fantasy role-playing environment. Few 
games can boast such virtues; we give this one a 


strong recommendation. 


GAMEPLAY: B 
GETTING STARTED: A= 
GRAPHICS: C 


SOUND CHECK: B OVERALL 


MULTIPLAYER: N/A 


Visually, it’s a bit dated, but th 
system’s great and the stor 


Attic Entertainment 

Sir-Tech Software 

800-447-1230 

Wes: Www.sir-tech.com 

PLATFORM: DOS CD (supports Win 95) 

REQUIRES: 486/33, 8MB RAM, 40MB HD, 
2X CD-ROM drive 

RECOMMENDED: Pentium, 16MB RAM 

Street Price: $40 


DEVELOPER: 
PUBLISHER: 


SHADOWS OVER RIVA 


W Need money? Move directly outside 
town, set up camp, and send your party 
member with the best Herb Lore (usually a druid) 
foraging for herbs. You can return to town and sell 
them. ¥ After your early battles, grab all the loot you 
can and head back to town. The shops will buy any- 
thing you find, and you can use the cash on better 
weapons, healing, and magical potions. W There’s a 
graveyard in town with a building in its northeast cor- 
ner. Arm your party, Save your game, and enter for 
your first battle. W Digging in the graveyard should 
reveal some interesting underground passageways. 
Again, save before you enter. W Tarik at the Harbour 
Maid can provide you with some useful early leads. 
Y Look for buildings that offer new services, such as 
massages, baths, and delousing. (Yes, delousing. It 
doesn't touch your health, but it can wreck havoc 
with your charisma, and that affects many skills.) 

Y There's a mapmaker in town who can sell you a 
map to the place. ¥ Sometimes it pays to ask 
people the same question twice; they'll reveal more. 


TIPS 


oe THE NEW 
PACE OR 
3 STRATEGY = 


os GAMING. 


———S COMING 
“ORIG FALL. 


ORR RRRY 


Beis oh Hens , __ PANZER GENERAL is a trademark o 


t’s no secret that the tank-sim genre has been 

running on one tread for most of the decade. 

Incredibly, the industry’s most successful effort 
is still MicroProse’s 8-year-old M1 Tank Platoon— 
unmatched for happy simplicity of approach, 
beguiling sophistication of tactics, and the utter 
authenticity of the battlefield experience. There 
was nothing like spotting the outriders of an ad- 
vancing Soviet column to kick you in the ass, and 
nothing like a night-tank battle to put the fear of 
God in you. 

At last, M1 creators Arnold Hendrick and 
“Wild” Bill Stealey have teamed up once again 
to publish iM1A2 Abrams: America’s Main 
Battle Tank—and it’s a dandy. M1’s basic 
strengths have been built around, and the result, 
while not quite a knight in camouflage armor, is 
the best tank sim in ages. 


tonal 
jimend i kph 


Heading: 


Lt etna S aanaenentannanaiaanten enanaesaeneetanneneeaeeen ee Re ESN OTN OSE EO en Tae TEED 


Those little grassy things next to the 
enemy tanks? Infantry. (But not for long.) 


Players command a core of two Abrams 


platoons through three campaigns—Iran, Bosnia, 
and the Ukraine (which sees the return of that old 
Democratic menace, the Russians)—at levels 
ranging from local tank god to gunner. 

The quick reference guide that abets the superb 
192-page manual is an experience in intimidation, 
but the basic controls are simple enough for any- 
one to use. Just right-click on a unit to pull up its 
command menu and designate a series of way- 
points, set up strategy, or jump straight into the 
3D fray and show your men how it’s done. Using 
the overhead-view map mode will stand you in 
good stead. Your units are pretty quick to identify 
and report sources of incoming fire and to respond 


IM1A2 Abrams 


By Peter Olafson 


to your orders, be 
they “turn left,” lay 
down a protective 
smoke screen, or the 
mass destruction of 
“group fire.” 

It’s in these frays 
(especially in the 
external views) that 
iM1A2 shows a 
touch of the old 
M1 enchantment: 
muzzle flashes in 
the night, the crisp 
crackle of a radio that rarely 
broadcasts good news, the volcanic upheaval of a 
tank in torment. To add a touch of realism, units 
take incremental damage depending on where 
they’re hit. And it’s oh- 
so-satisfying when the 
Serb tank destroyer 
that’s been patiently 
nailing your units from 
on high gets wasted. 

Best of all, iM1A2 
has choices. You’re active 
throughout: not just on 
the battlefield itself, but 
figuring out which bat- 
tlefield to choose, what 
type of battle you’re 
going to fight, and what 
additional units to bring 
under your command. It 
feels like war. The locales are drawn from life, and 
defeat doesn’t mean Game Over, but merely Game 
Different—and that’s real. 

For all that, this sim does have some rough 
edges. The tanks look sharp, but the terrain, while 
textured, is bland, featureless, and subject to some 
odd perspective distortions (an issue a planned 3D- 
accelerator-card patch may address). The enemy AI 
seems to have been modeled on meat grinders, but 
multiplayer support for up to eight over a LAN 
bypasses this limitation. 

Compared to other wargames, there are some 
more flaws. For one thing, there’s not a real smooth 
flow to the missions. In particular, the absence of 
M1’s promotions-and-decorations sequence makes 
the campaign games feel like a set of separate sce- 
narios. I’d like to have seen a little more personnel 
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More tank-busting fun 


A Soviet-made T-72a buys the farm. 


and equipment management. I miss the immediacy 


of the original M1’s “Move to” command, and 
wonder why it’s not in the unit menus. I experi- 
enced incidents of friendly fire with unreasonable 
frequency. And I’d like to see a way to easily wrap 
disparate units together for assignment of a single 
destination—perhaps along the lines of Command 
& Conquer’s drag-and-drop boxes. 

So there’s room for improvement. But don’t let 
that put you off: iM1A2 is the best tank sim to 
appear in years. With a tune-up and a few spare 


parts, it could be the champion for a while to come. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


IM1A2 ABRAMS 


DEVELOPER: 
PUBLISHER: 


Charybdis Enterprises 

Interactive Magic 

Entertainment 

800-559-0434 

Wes: www.imagicgames.com 

PLATFORM: Win 95 CD 

REQUIRES: 486DX/66, 16MB RAM, SVGA, 
2X CD-ROM drive 

RECOMMENDED: Pentium, sound card, joystick 

Street Price: $50 


¥v Choppers are your worst enemy. 
Take them out quickly. W Keep the 
terrain mode on your map enabled; it’s often 
instrumental in figuring out how to set up the best 
shot. W Don't feel compelled to follow the pre-set 
paths for your two tank units. It’s sometimes useful 
to keep your units within hailing distance, so you 
can bring overwhelming force to bear should the 
need arise. 
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“One of the best you'll find 
in the world.of PC games. 
—Gamespot 
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 www.westwood.com 
Landi Lore: Guardians of Destiny is.a trademar Inc. All rights reserved. 


PORTS 


he game of golf is one of long and proud 
tradition, and nowhere is this tradition taken 
/ more seriously than at the Royal and Ancient 


Golf Club of St. Andrews in Scotland. The world 
renowned Old Course at this venerable establish- 


ment has been modeled in 
great detail, along with Royal 
Troon (another course to hold 
the famed championship) for 
the first time in any golf sim. 

Looking Glass Tech- 
nologies scored the exclusive 
license to this hallowed tour- 
nament and has given us a 
thoughtful and comprehensive 
simulation of the champi- 
onship. While it’s a respectable 
golf game in almost every way, 
its lack of multiplayer options 
is an ill-played shot into a 
sand trap. That’s too bad, because BOCG would 
have been a very enjoyable network/modem game. 
It’s getting increasingly inexcusable for sports titles 
to lack LAN and modem options, and this game 
suffers tremendously for it. Players have to settle 
for hotseat golf on a single system. Given that 
competing products offer comparable or better 
golf simulations and include multiplayer options, 
BOCG bogeys right off the first tee. 

The game itself isn’t bad at all. Its graphics 
aren't up to the dazzling standards of Links LS 
or Jack Nicklaus 4, but it captures these austere 
courses in all their charm and rain and wind-swept 
challenge. Its swing animations, captured from 
pros like Vijay Singh, Jeff Sluman, Jesper Parnevek, 
David Duval, and four others (all of whom you 


The whiery ti anh of Swilcan Burn is one 
of many hazards you'll need to eva le. 


British Open Looking Glass keeps it on the 
i 8 
Championship Golf 


can play as or against), are great. It’s played with 
the traditional three-click swing for every shot but 
putting. This is handled with a horizontal bar 
marked off with distances, and gives you a nicely 
different feel from playing the other shots. Ball 


- St. Andrews’ typically terrible playing 
_ conditions are accurately simulated with 
- adjustable fog, wind, and rain effects. 


physics and roll are up to 
snuff, making great use of the 
crazy bounces and runs for which fis uneven 
St. Andrews courses are famous. 

Innovations include a handy shot-sculpting 
utility, which lets you create your own power fades, 
high lobs, and more. Also, there’s a caddie who 
actually provides useful comments when asked, 
and crowds that react with wonderful accuracy and 
“spontaneity” to your shots. (A collective “Oh!” as 
your long putt skims the edge of the cup, or a mur- 
muring trepidation that explodes into dismay as 
your dangerously stray drive finds a water hazard.) 

The courses themselves sure aren’t pretty: St. 
Andrews and Royal Troon are famously flat and 
featureless, and they are accurately captured here. 
For further authenticity, BOCG relies on presenting 
the tournament in an engagingly “TV-style” 
manner. From the opening screen of the tourney, 
the voices of announcers Michael Bradshaw and 
Jim McKay convey a good sense of the game being 
a televised broadcast of the Open, commenting 
on the action with a surprising canniness and 
relevance. Inevitably, their voice-overs get a bit 
tiresome and redundant, but they’re still better 
than those in any other golf game. 
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fairway 


By “The Royal and Ancient” 
Daniel Morris 


Also, this is one sim where terrain and lie really 
make a difference. The gorse, heather, and savage 
rough make for frustrating play when you wander 
off the fairway. I loved that; recovery from errors in 
other games is often too easy. The unforgiving na- 
ture of these courses is ideally represented. 

Unfortunately, this solid game suffers from its 
key limitations—only two courses and no serious 
multiplayer aspect. One can only hope that 
Looking Glass will remedy this in the future, and 
maybe venture to some of the UK’s other historic 
courses (Turnbury springs immediately to mind) 
for add-ons. British Open Championship Golf is an 
engaging single-player title, if you can overlook its 
anachronistically limited play format. 


GAMEPLAY: B 
GETTING STARTED: B 


GRAPHICS: B- 
SOUND CHECK: B 


MULTIPLAYER: N/A 


Rich, enjoyable golf. But A 
the multiplay? a 


PUBLISHER: Looking Glass Technologies 
800-360-7455 

Wes: www.|glass.com 

PLATFORM: Win 95 CD 

REQUIRES: P60, 12MB RAM, 40MB HD, 
2X CD-ROM drive 

P90, 16MB RAM, 4X 
CD-ROM drive 

Street Price: $49 


BRITISH OPEN GOLF 


RECOMMENDED: 


Se Tl PS mY Stay on the fairway! A bad lie in the 

@ rough can cost you several strokes as 
you hack your way out. W Pay attention to the 
announcers, who occasionally whisper an immedi- 
ately useful tip when you're sizing up a shot or putt. 
v As a rule of thumb, try to land your approach 
shots at the back of the green when the pin is placed 
at the near edge, and at the front of the green when 
the placement is to the rear. Your shot wants to roll 
back or run forward accordingly. 


THE MAJORS 


Play the Courses o oft 1996 U.S. Open & 


1996 PGA Chagepee 


1996 PGA CHAMPIONSHIP: 


VALHALLA GOLF CLUB— Louisville, Kentucky 
f the 50 ranked players in the world, 48 competed in the 78 PGA 
Championship. On Sunday, it was down to four: Mark Brooks, Vijay 


Singh, Kenny Perry and the defending PGA Champion, Steve Elkington. 

Perry posted an early lead, but Brooks battled his way back on the 72"¢ hole 
to tie Perry and force a playoff. Brooks’ birdie on the first playoff hole gave him 
his first Major Championship. Now you can discover why “Valhalla” in Norse 
mythology means “a heaven for heroes.” 
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a 
Z0_m==s= SOFTWARE INCORPORATED a 


Available on CD-ROM for MS-DOS and Windows 95 ¢* For Pentium a 
PCs with 16MB of RAM ®* The Oakland Hills Golf Club Logo is a 
registered trademark of Oakland Hills. The PGA Championship logo Both products require Links LS 
is a registered trademark of the PGA of America. (shown at right) to operate 


» Only on Links LS 
1996 U.S. OPEN 


OAKLAND HILLS COUNTRY CLUB 
Bloomfield Hills, Michigan 
hree men battled for one prize late on Sunday after- 
noon during the 1996 U.S. Open: Davis Love III, 
Tom Lehman and Steve Jones. After three years injured and 
off the tour, Steve Jones combatted fierce competitors and 
an unforgiving Oakland Hills course to emerge victorious. 
Oakland Hills Country Club has been the proud venue of 
6 U.S. Opens, 2 PGA Championships and 2 US Senior 
Opens. Find out why the 18th at Oakland Hills is consid- 
ered by many to be “the toughest finishing hole in golf.” 
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Links LS, featuring Arnold Palmer, includes 3 championship courses. Additional courses 


sold separately. WWw.accesssoftware.com Call 1.800.800.4880 
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Calling Dr. Howard, 
Dr, Fine, Dr. Howard... 


Theme Hospital 


By Barry Brenesal 


“God heals and the doctor takes the fee.” 
—Benjamin Franklin 


hat Ben would have to say after playing 

Theme Hospital is best left to the imagina- 

tion. This real-time strategy game puts you 
in charge of the construction, budget, personnel, 
and research of more than 10 increasingly difficult 
hospital scenarios. Like other Bullfrog releases, 
including Theme Park and Gene Wars, it’s 
extremely difficult to win, and achieves new 
heights—or depths—of strange humor. 

By strange, | mean treating diseases like Elvis 
Impersonation, Bloaty Head, and Hairy-itis. Or 
discovering that a doctor-for-hire lists “fart 
surfing” as one of his interests. This is typi- 
cal of a game that fairly knocked me to 
the floor with its sly wit. The folks at 
Bullfrog should get out for long walks a bit 
more, | think. 

In other respects, Theme Hospital is certainly 
realistic, in standard sim fashion. You design each 
room of your hospital for a specific purpose (usually 
diagnostic or treatment) and place equipment and 
furniture. Add radiators, soda machines, benches, 
restrooms, and plants to keep customers reasonably 
warm, happy, and spending money. Factor in 
organizing lines of research on new diseases and im- 
proved drug treatments, deciding which physicians 
receive extra training, and hiring each doctor, nurse, 
receptionist, and handyman, and you’re ready for 
some pretty serious supervising. 
Your friendly 
bank manager 
will issue 
loans and tell 


These things are typical of 
any micro-management strategy 
game, but Theme Hospital 1s 


into anal-retentive, atomic-level 


you how much 
each insurance 
company 

owes you. 


management. It requires you to 
personally reorganize reception- 


ist queues, watch for and click- 


Carefully kill the occasional rat, 


monitor the 
activities 
throughout 
your large, 
rambling 
hospitals. 


and directly supervise 
the movements of 
individual janitors. You 
can’t afford all the per- 
sonnel you need, so you 
have to continually pick 
up and move the staff you’ve got. Guess 
who spots each treatment machine that’s 
about to explode and each person who’s 
contagiously ill, and has to remedy all these 
situations? Hint: it ain’t C. Everett Koop. 

In fact, it’s nearly impossible to sit 
back and watch the whole zany picture, because 
you're continually pestered by Theme Hospital’s 
niggling little details (even when you examine your 
detailed cashflow statement or adjust specific treat- 
ment costs, game time doesn’t stop). 

And then there are the recurrent AI problems. 
A person is first in line for General Diagnosis, but 
doesn’t move. Somebody who is fifth in line and 
standing down the corridor approaches, and even- 
tually enters the office. The person who was next 
rises a couple of minutes later and leaves in anger 


at the poor service—and it 


happens repeatedly. Once, 
when I was playing a sce- 
nario that required 40 successful 
treatments, the game correctly 
tracked my successful treatments to 18, 
and then started counting backward, deduct- 
ing from my successes until I reached 11. That’s no 
way to run a hospital. 

Theme Hospital’s graphics are SVGA, but they 
look and feel a bit scrappy, lacking the colorful 
clarity of the game’s forerunner, Theme Park. The 
music, on the other hand, is appropriately innocu- 
ous, and the hospital loudspeaker comments are in 
keeping with the concept—“ Visitors are asked to 


please not pet the vermin.” 
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Adjust your charges if you’re 
not making enough cash. 


A luke- 
warm recep- 
tion, then, to Theme Hospital. I diagnose its 
problem as Identity Confusion: it thinks it’s a real- 
time strategy game with detailed economics/con- 
struction/resource management, and a frantic 
action/arcade game at the same time. Its main 
symptom: irritation. Recommended treatment: 
doses of SimCity 2000 and Lemmings taken alter- 
nately every 2 hours, until the differences between 
the game genres are clearly observed. 


GAMEPLAY: © 
GETTING STARTED: B 
GRAPHICS: B 
SOUND CHECK: © 


MULTIPLAYER: (VWWITH PATCH) 


THEME HOSPITAL 


DeveLorer: 
PUBLISHER: 


Bullfrog Productions 
Electronic Arts 

800-245-4525 
www.bullfrog.co.uk 

DOS 6.22 CD (supports Win 95) 
486DX2/66 (DOS)/Pentium 
(Win 95), 8MB RAM, 25MB 
HD, 1MB SVGA, 2X CD-ROM 
drive 

P133, 16MB RAM, 55MB HD, 
4X CD-ROM drive 

$52 


Wes: 
PLATFORM: 
Requires: 


RECOMMENDED: 
STREET Price: 


v BULLFROG REPORTS THAT A MULTI- 
PLAYER PATCH WILL BE AVAILABLE ON 
THE COMPANY'S WEB SITE (LISTED ABOVE) BY THE 
TIME YOU READ THIS. ¥ Line the corridors by the 
main diagnostic rooms with benches. Patients don't 
mind waiting; they just hate standing. W If you're 
strapped for cash and low on equipment, set your 
Guess at Cure slider to 70%. Accept the occasional 
death as a side effect of making money. ¥ When 
VIPs say they'd like to visit, don’t blow them off un- 
less things are in terrible shape. A pleased VIP 
translates into a bonus. W If a patient arrives who 
clearly has a condition you don't want to treat, send 
him away as soon as possible. ¥ Watch for the 
occasional doctor or nurse who leaves his post and 
wanders around for no particular reason, even with 

a waiting queue. 


TIPS 


) aven’t we met somewhere before? It’s not just 


a corny line. Indeed, we have met: Fragile 
» Allegiance (published in the U.S. by Interplay) 
is a glossy CD-ROM update of Gremlin 
Interactive’s K240, which appeared on the Amiga 
back in 1994, 

This PC version, from Caffi Software, adds 


well-considered features like diplomacy, black-mar- 
ket trading, colony supervisors, secret agents, and a 
multiplayer option to K240’s quest for ore-rich 
asteroids. Consequently, it’s a somewhat brawnier, 
more varied resource-management game. 

Unfortunately, it’s also rather tiresome, and 
some new features that begged to be added aren’t 
part of the new package. Like K240—and Utopia, 
which preceded it—Fragile Allegiance combines 
SimCity-like construction with combat. The 11 
scenarios and a configurable custom game find 
you manning a new 
Terran franchise in the 
Fragmented Sectors. Your 
job: create mining colonies 
on meandering asteroids, 
extract a range of ores 
(which you'll need to 
stock up on to produce 
spacecraft, which you sell 
to make ends meet), and 
expand your little slice of 
heaven at the expense of up 
to six alien rivals. 

What I enjoyed most is the level of detail. When 
you're offered or propose a non-aggression pact 
with an alien neighbor, you can negotiate its term, 
conditions, and the penalty you’ll have to pay if 
you break it, as well as a trade proposal and 
counter-proposal. 
When you hire 


H Fragile Allegiance 


By Peter Olafson 


supervisors to handle the 
mundane tasks of colony 
maintenance, you can detail 
their areas of responsibility and 
the circumstances under which 
they'll contact you to report a 
problem (like an impending 
collision with a neighboring 
asteroid). For a price, you can 
assign spies to perform a whole 
range of specific types of sabo- 
tage and information retrieval. 

Promising? Sadly, the game 
doesn’t follow through on this 
theme. For instance, research isn’t part of the 
package; instead, you buy blueprints from Sci-Tek’s 
catalogue of the latest and greatest, which then 
arrive on the next ore transporter. The spacecraft 
models are fixed— 
you're responsible 
only for assigning 
shields and 
weapons—and 
combat, while 
initially fun to 
watch, is entirely 
automated. 

At the same 
time, you have to 
handle certain 
mundane processes 
such as building basic structures manually, which 
is especially tedious when teleporting or transport- 
ing ore to the planet where it’s collected and field- 
ing incoming messages. Why weren’t the repeated 
tasks automated? 

While the graphics are easy on the 
eyes, the asteroid backdrops are virtu- 
ally identical; each colony is placed in 
a giant crater, with the only variation 
being the specifics of where you’re 
permitted to put down structures. 

Moreover, running under Windows 
95, the game repeatedly balked, and 
Dad eventually crashed to the desktop 
when it tried to load a particular 
diplomatic message. After this hap- 
pened a few times, my allegiance to 
Fragile Allegiance became rather 
fragile indeed. 

But, in the end, what bothered me 


In space, there is 


no excitement 


most was the lack of a sense of process. Fragile 
Allegiance isn’t just another Command & 
Conquer variant; indeed, its concept has more in 
common with Master of Orion II than C&C. Yet, 
the MOO games always provide a steady punctua- 
tion to let you know how you're doing. Fragile 
Allegiance doesn’t progress so much as go 
on...and on...and on. 


Without me, I’m afraid. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


Detailed mining-colony administration _ 
hits vein of monotony. 


Gremlin Interactive 
Interplay 

800-468-3775 

www. interplay.com 

DOS 5.0 CD (works under 


FRAGILE ALLEGIANCE 


Win 95) 

486DX2/66, 8MB RAM, 36MB 
HD, VESA-compatible SVGA, 
2X CD-ROM drive, sound card, 


mouse 
P90, 16MB RAM, 4X CD-ROM 
drive, modem 

$50 


It's tempting to abandon an asteroid 

| once you've run through its supply of 
ore, but that’s not always wise. It’s conceivable that 
more will be discovered later in the game. W Don't 
fire your current colony supervisor until his replace- 
ment has arrived; that way, he'll be shipped out 
directly on the ore transporter and won't have as 
much opportunity to take revenge against your 
installations. 


Imperium Galactica 


By Peter Olafson a 


aA 


| ow, this is more like it. 


Imperium Galactica is a 

1 W pleasant space opera from 
Hungarian developer Digital Reality 
that begins to fulfill the promise of 
its earlier game, Reunion. 

Released here a few years back 
by Merit, Reunion was a flawed 
implementation of an idea that was 
then well ahead of its time: SimCity 
colony-building melded to space 
combat. It suffered from two key 
problems: a sense of disparate, mar- 
ginally-related subgames and no real freedom of 
action. Reunion was punctuated with technologi- 
cal bottlenecks, and if you weren’t up to the speed 
of the invading aliens at the appointed time, it 
ended very quickly. 

The basic concept of IG is similar, but the exe- 
cution is far more sprightly and engaging. In the 
beginning, you’re a lowly lieutenant assigned to 
nurse three troubled colonies on the fringe of 
Garthog space. Succeed, and you'll make captain 
and assume responsibility for equipment produc- 
tion. (Fail, and the game ends rather abruptly.) Do 
well there, and you’ll soon become commander, 
with attendant responsibility for research. 

And so on, up to grand admiral; at that level, 
the game world is fully open to conquer and colo- 
nize as you please. The approach 1s clever: This not 
only allows you to learn IG in accessible pieces, but 
gives you something to live for other than another 
variation on the same old game. 

Along the way, you'll build up your colonies 
with large, attractive structures—some devoted 
to public contentment, some to augmenting your 


revenue, some to research, and some to the 


common defense. You'll perform missions at the 
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behest of your colonel and the local 


governors and conduct battles on 
space and on land using a variation 
on the Command & Conquer-style 
control system. You’ll manage 
production and disposition of 
equipment. Eventually, you’ll push 
into uncharted space. 

It’s quite enjoyable. All this 1s 
scripted with pleasing rendered 
animations for significant events. 
There’s even a story woven into the 
game. (You keep having visions of a 
familiar room.) You can chat with 
(rew members in the ship’s bar and 
visit your own cabin. And you'll occasionally get 
messages—alternately bizarre and disquieting— 
from the wife and kid back home. 

Happily, you’re not shifted to an entirely 
different part of the universe with each promo- 
tion. You still have the colonies, fleets, and infra- 
structure you've built up in earlier scenarios, but 
your borders have expanded. This consistency 
gives the game a sense of a career rather than a 
bunch of separate pieces. IG is clearly the product 
of much good thought about what this sort of 
game should encompass. 

Then again, its creators have let a few things 
elude them. The manual is a decent beginning, 
but critically lacking in detail. Indeed, clarity is 
an issue throughout IG. In the first scenario, if 
you call for reinforcements after the appearance 
of the alien fleet, you’re instructed to conduct 
surveillance. But you’ll be dismissed if you fail to 
attack the aliens. Huh? 


Multiplay would have been a natural inclusion 


A full career in 


space awatts 
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here, but it isn’t addressed at all. 
Also, the game sometimes appears 
to cheat: Radar and an orbiting 
garrison fleet offer no hedge against 
invasion; an attack fleet simply 
shows up in planet orbit and lands 
its tanks. Translation issues also 
crop up: The audio clips attached to 
the video messages—particularly 
SOSes from ships under attack— 
seem to have been extracted from a 
Godzilla movie. They’re often laugh- 
out-loud funny...and IG isn’t a 
laugh-out-loud game. It’s a creative and respectable 
game of conquest and resource management that’s 


still a few steps shy of greatness. 


GAMEPLAY: © 

GETTING STARTED: & 
GRAPHICS: 3 + 

SOUND CHECK: © 


om 
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OVERALL 


This empire’s worth leading. 


Digital Reality 

GT Interactive 
800-621-4847 
www.gtinteractive.com 
DOS CD/runs under Win 95 
486DX4/100, 8MB RAM, 
65MB HD, VESA 1.2— 
compatible 1MB SVGA, 4X 
CD-ROM drive 

Pentium, 16MB RAM 

$50 


IMPERIUM GALACTICA | 


’ \f you feel overmatched at the lower 

» command levels, it’s probably your own 

fault for aiming too high. W By and large, you should 

play defensively, take guidance from the colonel, and 
focus on the well-being of your colonies. 
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YOU WILL BATTLE 


HEAD-TO-HEAD AGAINST 


AN ENEMY MORE RUTHLESS THAN, 
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Today it’s Floyd. Tomorrow, the greatest pilot in the Star Wars® universe could be a dentist 
in New Jersey. That’s the beauty of X-Wing vs. TIE Fighter’. It allows you to engage in 


head-to-head combat against real people over modem, network and the internet. It’s a 


real first, and it’s in real time. The graphics have been galactically enhanced. The flight 


engine is phenomenal. The new missions are masterstrokes of space mayhem. There’s 
even single player campaigns for an all-new explosive experience. No wonder Computer 
Gaming World proclaims X-Wing vs. TIE Fighter “number one on every space sim-er's 


wish list.” And if you don’t believe them, just ask Floyd. http:/ /www.lucasarts.com 


© 1996 Lucasfilm Ltd. All Rights Reserved. Used Under Authorization. Star Wars, X-Wing, TIE Fighter and the LucasArts logo are registered trademarks of Lucasfilm Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. 


“MDK promises 3-D 
technology so cool and 
action so...realistic that 


“The ability to zoom 
in from a mile away 
within the sniper mode 


it will send everything is remarkable.” 
else running for cover.” —ELECTRONIC 
_ PC GAMER GAMING MONTHLY 


<) 


“One of the most innova- 
tive games ever created.” 
— GAMEFAN 


“Futuristic 3-D action/ 
adventure that could 
set a new standard for 
PC Gaming.” 

—PC GAMER 


? 


Created by Shiny Entertainment, Inc. © 1997 Shiny Entertainment, Inc. MDK is a trademark of Shiny Entertainment, Inc. All rights reserved. Artwork and 
design © 1997 Playmates Interactive Entertainment Inc. PIE™ is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved. 


~Chosen as PC Games’ May/June issue Game Of The Month 


—Received Boot Magazine’s Kick Ass Award and a 10 rating. 


IMPRESSIVE SINGLE-PLAYER PC GAME EVER.’ 


-PC GAMES 

¢ Fully 3-D rendered graphics unlike any- and equipment including: 
thing you have ever before seen. — A helmet-mounted sniper rifle that tar- 
¢ Over 60 arenas spread out over 6 cities. gets enemies from over two miles away. 
¢ Never before seen “sniper mode” that ee | —A living polymer suit that protects 


allows you to zoom in on the 
enemy and pick it off with 


from piercing projectiles. 
- A high-tech reusable 


fm™ 


astounding accuracy. 7 parachute. 

¢ The most sophisticated ( — Bombs... 
enemy artificial intelligence decoys... 
ever created. Fully reactive homing sniper 
“smart enemies’ think, grenades... 


listen, and communicate 
in a calculated assault 
on your life. 

¢ An arsenal of totally 
innovative weapons 


and many more. 
¢ Two styles of adrenaline- 
pumping game dynamics 
featuring first and third 
person point of view. 
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IT THINKS, THEREFORE IT KILLS 


Chin Windows’95and DOS 


ENTERTAINMEN| 
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www.shiny.com http://www.playmatestoys.com 


& 
CHANNEL 


¥ 


Make it to the big game... Sak VOW 


; : ° 5 @ Play a Ke 
Y TV for the ultimate gaming experience. on the big sereen 


all see. am 
Record your best games on VCR. You haven't done it until ne eapicel 
eta Urder the Grand Game Vision...just $99 ss 
Call now to order 


1.800.877.5772 -or- 


www. info-motion 


by by 
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The Last Express 


hose hopping aboard The Last Express 

expecting a typical graphic adventure are in 

for an interesting ride. A combination of first- 
and third-person viewpoint, this game is far more 
than some tired tale of murder aboard that fa- 
mous Paris-to-Constantinople train circa 1914. 
Rather, The Last Express is a compelling real-time 
whodunit that is both strange and yet very famil- 
iar to PC adventurers: The interface is typical but 
the look and presentation of the story and game- 
play are decid- 
Murder on the (iigneee 


You're cast 


Orient Express 


in the role of 
Robert Cath, a young American who receives a 
letter from his friend, Tyler Whitney, urging him 
to join Whitney aboard the Orient Express. After 
a spot of motorcycle derring-do, you arrive at 
Whitney’s compartment to find him dead. Once 
you manage to callously dispose of the body by 
tossing it out of the window (you don’t want to 
be accused of murder, do you?), you don blood- 
free duds and head out to find the killer. 


The animation is a combination of stills that 


There’s plenty of action in this 
absorbing drama. 


slowly bleed one into the next, with 
some occasional real-time animation, 
such as people walking toward you 
down the narrow corridors. The in- 
vestigation spans four train cars and 
three CDs, giving you plenty of opportunities to 
admire the turn-of-the-century graphics and talk 
to prospective suspects (who serve up some gener- 
ally decent voice-acting backed by solid audio). 
Though there are no puzzles in the traditional 
sense, getting into everyone’s compartments Is 

key to unearthing the plot twists. 

Winning some surprisingly engaging fight 
sequences can make a crucial difference. One 
of these, atop the train, adds some particularly 
good action to the drama. 

While it may seem staid in comparison to 
more rambunctious adventures like Full Throttle 
or The Neverhood, the game’s unfolding story 
and twists make it an excellent change of pace 


in a tired genre. 


—Shane Mooney 
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GAME SHORTS 


GAMEPLAY: 


GETTING STARTED: 
GRAPHICS: 
SOUND CHECK: 


MULTIPLAYER: 


Broderbund 

800-548-1798 

Wes: www.broderbund.com 

PLATFORM: DOS 6.0/Win 95 CD 

REQUIRES: 486DX/66 (DOS)/P60 (Win 
95), 8MB RAM, 35MB HD, 
VLB or PCI graphics, 4X 
CD-ROM drive 

Recommended: P90, 16MB RAM 

Street Price: $40 


PUBLISHER: 


en Pin Alley 


he wonders of PC multimedia have 

been applied to most of the major 

sports: basketball, auto racing, base- 
ball, hockey, soccer—even fly fishing. So 
why not that bastion of middle-aged 
Middle America, bowling? 

Fellow pinheads, here’s a sim that 
really goes all out to re-create the details 
of your favorite rec sport. Ten Pin Alley 
brings all the drama of the polished 
hardwood lanes right to your fingertips. 
You can choose from any of eight 
bowlers, each of whom has different 
looks, fashion sense, and bowling style. Grab your 
character and take your shot, determining the aim, 
spin, power, and release point of the roll by 
controlling a spinning dial with your mouse. 

Ten Pin lets you play single games or enter 
tournaments. Up to 30 players can join in league 
play and up to 10 players can bowl against each 
other over the Net using the IPX support. You can 
even use handicaps and save statistics from one 
session to another. 

The game is incredibly accurate—perhaps overly 


so—when it comes to the details; ASC has even 


No shoes required 


taken care to simulate the way lane-dressing oil is 


applied to the first two-thirds of the lanes and not 
to the last stretch. As a match goes on, you exper!- 
ence the effect of the ball wearing off the dressing. 
Likewise, when you select the weight and composi- 
tion of your ball, you need to consider the effect of 


these factors on the spin and power of your throw. 


There are a few lighter touches as well—you 
might find the bowling ball landing on your head if 
you don’t release it in time (each character has a 
couple of different animations). That’s funny, but it 


doesn’t fully make up for the fact that once the 
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novelty wears off, the excess detail takes away from 


the fun. Still, with a few buddies and some beers, 


Ten Pin is a decent way to kill a few hours. 


—Sam Marshall 


Hey, nice form. 


TEN PIN ALLEY 


GAMEPLAY: B 
GETTING STARTED: B 
GRAPHICS: B= 
SOUND CHECK: C 


MULTIPLAYER: B 


Adrenalin Entertainment 
ASC Games 


DEVELOPER: 
PUBLISHER: 


Wes: www.ascgames.com 


Win 95 CD 

P75, 8MB RAM, 78MB HD, 
DirectX support, 2X 
CD-ROM drive 

P100, 16MB RAM, 

4X CD-ROM drive 

Street Price: $40 


PLATFORM: 
REQUIRES: 


RECOMMENDED: 


PLAY TRE DEMO ON 
PC GAMES.EXE CD-ROM 
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“s Your Turn | 
he Wheel...! 


Take.a Spin Around the 
“for Turbo-Charged Contests, 
Shareware and More : 


www.ubisoft.com 


@1 997 Ubi Soft. Entertainment, Inc. All rights reserved. Pentium” is a registered trademark and MMX™ and the MMX" logo are trademarks of Intel Corporation Dolby and the 
Double-D symbol are trademarks of Dolby Laboratories Licensin poration. All other trademarks are the property of their respective holders. 


Ubi Soft 


juiti-player 
(internet-direct, 
local network, 


mo 
or 


fastest 
race on 
this planet... — 
or any other Windows’ 95 


FEATURES: 


KIDS TO ADULTS 


UbiSoft. 


ENTERTAIN MENT ESRB 


GAME SHORTS 


here are some bars where the regulars look 

like they just staggered in off a run-down 

highway from The Road Warrior. Then there 
are bars where the regulars 
have just staggered in from 


run-down spaceports worse 
than Mos Eisley. 

The Space Bar, a SegaSoft release from the ill- 
fated Rocket Science commune, is a cosmic comedy 
that casts you as a detective “investigating some 
malfeasance” at a watering hole for all manner of 
alien beings, located in orbit around the planet 
Armpit IV. No sooner have you entered the bar than 


Cosmic comedy 


your extraterrestrial partner 
is kidnapped and you have to 
add saving him to the chore 
a of catching the killer you 
both set out after. 

The main setup is that 
six of the bar’s patrons and employees have a big 
problem that they need solved—and if you can 
handle each mini-quest, you’re rewarded with an 
important clue. 

In this manner, you'll 
have to figure out how to 
help a member of an insectoid hive race perform a 
quick evac with a river in his way, help swing the 
outcome of a sporting event with some Tommy 
Lasorda-style referee abuse, and discover how 
gambling droids cheat at a rigged slot game. 

While the art and aliens are eye-catching, the 
gameplay tends to thin out in spots. Many of the 


8 The Space Bar 


mini-quests stretch far too long, as might be 
expected from a game that relies on “games within 
the game.” The final result leaves you with a 
surprisingly shallow main story. 

With some visual flair, wickedly funny 
moments, and very good voice actors who deliver 
some hilarious dialogue, The Space Bar is entertain- 
ing for awhile. But in the end, it’s not a very filling 


—Daniel Morris 


a 


OVERALL 


game at all. 


OC 


GAMEPLAY: C + 
GETTING STARTED: C 

GRAPHICS: B 
SOUND CHECK: B= 


MULTIPLAYER: /AX 


SPACE BAR 


Quirky but uninspired. 


DEVELOPER: Rocket Science Games 
PUBLISHER: SegaSoft 
888-734-2763 
Wes: www.segasoft.com 
PLATFORM: Win 95 CD 
REQuires: P75, 16MB RAM, 16-bit video, 


4X CD-ROM drive 
Recommennep: P9Q 
Street Price: $48 


ersailles 1685 


n an industry where most releases are carbon 
copies of past successes, a change of pace is wel- 
} come indeed. Versailles isn’t a standout adven- 
ture, but its unique aspects and attention to detail 
merit applause. 

The game is set in the sumptuous court of Louis 
XIV, and uses for its background the intrigue and 
power politics of pre-revolutionary French govern- 
ment. Sound like a thrilling plot for a computer 
game? Well, it’s not exactly Duke Nukem, but it is 
a decidedly different experience. 

Cryo Interactive went all out to make this an ac- 
curate and involving re-creation of the king’s palace 
and society. The chief curator of the palace’s histori- 
cal museum provided the designers with detailed 
sketches of the court’s real historical inhabitants, in- 
cluding physical features and personality traits. These 
larger-than-life figures are the people you’ll deal with 
in your quest to save the king from treachery. 

The plot is set into motion by a grim, poetic 
letter forecasting his doom. As Bontemps, his loyal 
valet and confidante, you are the only person with 
the king’s trust. The game is played throughout the 
immense stretches of the opulent palace as you 


interview courtiers and gather clues to uncover the 


conspiracy to assassinate Louis. There are a 


number of low-intensity puzzles, like figuring out 
strongbox combinations and solving a map maze, 
culminating in a race to defuse a bomb. 

By far the coolest thing about Versailles is its 
360-degree first-person viewpoint, with sweeping 
3D-rendered graphics. It allows you to swirl 
around panoramically in each location, looking up 
and down and everywhere, soaking in the full 


grandeur of the awesomely re-created palace. 
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God save the king... 
with a little help from 
his trusty valet 


Unfortunately, at the end of the day, it’s more a 


historical CD-ROM (yikes!) than a mystery game. 
If you’re up for a meticulous restoration of Louis’ 
court and courtiers, Versailles holds hours of fasci- 
nating material. If you’re not, it won’t hold your 
interest for long. 


—Daniel Morris 


“i 


OVERALL 


GAMEPLAY: C 
GETTING STARTED: B- 

GRAPHICS: A- 
SOUND CHECK: B- 


MULTIPLAYER: INW/A 


Intriguing setting and graphics; not 
much adventure. 


Cryo Interactive 
800-468-3775 
www.cryo-interactive.fr 
Win 95/DOS CD 

486DX/66, 8MB RAM, 2MB 
HD, 2X CD-ROM 

Recommenses: P60, 4X CD-ROM drive 
Street Price: $40 


VERSAILLES 1685 


Rally Championship 


fter the disappointing release of Sega Rally, a 

big-name title, it’s interesting to see a smaller 

product that not only does the same thing, but 
does it better. Based on the European rally races, 


Rally Championship is an arcade-style racer with 


Take this car 


plenty of realistic 
elements. It looks 


as good as Sega 


and drive it 


Rally, plays and 
performs better (on a P133, it’s thoroughly playable 
in hi-res with all graphic options active), and has 
more options, six cars, and an impressive 30 tracks. 
It’s also quite different. For one thing, your main 
opponent is time, not the other racers. In Champ- 
ionship mode, you race alone, trying to best the 
times of the other drivers. 
Arcade mode, which offers 
five levels of challenge and 
grouping of tracks, lets you 
race against many other 
cars, but the object is 
simply to get the best time. 
It doesn’t even give you 
positions during the race. 


Make sure 
you read the 
weather reports. 


The wildly curving tracks have distinct be- 
ginnings and endings, so you don’t race laps in 
the game, either. The road can have a variety of 
surfaces, from smooth asphalt to gravel, mud, 
snow—even water. Also, the game has some 
excellent effects, including night driving and 
rain. On the whole, the tracks aren’t as ornate 
or original as those in Sega Rally, but most of 
them are challenging and fun to race on. 

Rally Championship’s sound effects are very 
good, although the music is rather lame. The game 
also has a number of car-customization options, 
natively supports a steering wheel, and contains 
eight-player network support. Overall, it’s a very 
solid racer, superior to its nearest competitor in 
nearly every way. While it 
certainly isn’t the best PC 
racer out there—my vote for 
that honor is NASCAR 2—it 
definitely provides fast-paced 


RALLY CHAMPIONSHIP 


driving fun. 
—Jason D’ Aprile 


Snow chains, anyone? 


DEVELOPER: 
PUBLISHER: 


Wes: 
PLATFORM: 
REQUIRES: 


RECOMMENDED: 


STREET PRICE: 


GAME SHORTS 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


Plenty of tracks and a well-optimizer 
graphics engine help make th 
rally racing game. 


Europress Software 

Virgin Interactive Entertainment 
800-874-4607 

www.vie.com 

DOS CD 

486/66, 8MB RAM, 2X CD- 
ROM drive, 1MB SVGA 

P100, 4X CD-ROM drive, 

2MB SVGA 

$40 


3D variant of the 

classic Pac-Man, 

Gubble is a simple 
but strangely addictive 
little game that may end 


up killing more hours 


fore 


Tien 


than you dare confess. 


ext to some of the graphic 

marvels we’ve been treated to 

in recent times, The Divide 
looks pretty bad. But while this 


side-scroller offers none of the 


The Divide: 
Enemies Within 


frustratingly inadequate. With only 
tour directions, you'll constantly 
find yourself struggling to line up 


properly to get a decent shot at the 


enemy. This complaint aside, the 


The alien world of Rennigar has 
been invaded by aliens who have, 
seemingly out of sheer boredom, 
screwed, nailed, and riveted all the 


Kiddie call 


levels of the planet. You (a strange 
blue creature with big eyes and 
huge ears) have been wrongly 
alien-napped by the inhabitants of 


Rennigar, who are convinced you're 


the chosen one who will 
save them. 

On each level, your job 
is to jump on the power 


tools (screwdrivers, ham- 


PUBLISHER: 


Wes: 


PLATFORM: 
Street Price: $30 


mers, etc.) that have been provided 
and undo all the screws, nails, nuts, 
and bolts in the 3D environment. All 
the while, enemies such as gears and 
robots try to stop you (a la those 
famous ghosts). Definitely a game 
aimed at the younger audience, 
Gubble certainly has some charm, 
and 150 mazes offer plenty of replay 
value. But it would be more appeal- 
—Rob Smith 


ing at a budget price. 


Actual 
Entertainment 
888-228-8251 
www.actualent 
ertainment.com 
Win 95 CD 


OVERALL 


panache of many of its contempo- 
raries, those less intent on pushing 
their Pentiums to the limit may find 
it a pleasant distraction. 

In Divide, you guide a robot 
alien through the bowels of a 
hostile planet, looking for his 
kidnapped partner. You must 
collect powerups, weapons, and 
other helpful items to success- 
fully see your way through tide 
after vicious tide of biologically- 
evolved, weapon-wielding 
alien natives, short on looks 
but long on attitude. 

The controls are 


relatively simple, though 
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PUBLISHER: 


Wes: 
PLATFORM: 
Sreet Price: $35 


game Is relatively fun to play and, 
with a 3D card, very smooth on 


the eyes. —Shane Mooney 


Virgin 
Interactive 
Entertainment 
800-874-4607 
www.vie.com 
DOS/Win 95 CD 


OVERALL 


Copyright © 1996 3Dfx Interactive, Inc. the 3Dfx Interactive logo and Voodoo Graphics are trademarks of 3Dfx Interactive, Inc. 
Images courtesy of Eidos, Ubi Soft, Criterion Studios, Activision, and Shiny Entertainment. Deathtrap Dungeon, Flying Nightmares 2, Tomb Raider, Lara Croft and her likeness are trademarks of 
EIDOS, PLC. Entertainment © 1997 Shiny Entertainment. Activision is a registered trademark of Activision, Inc. 1996 Activision, Inc. MechWarrior, BattleMech and ‘Mech are registered trademarks an 


Get Voodoo. 


© 1997 Eidos. Subculture images are trademark of Criterion Studios. © 1997 Criterion Studios. Pod images are trademark of Ubi Soft. MDK images are trademark of Shiny 
MechWarrior 2, MechWarrior 2: Mercenaries and MercNet are trademarks of FASA Corporation. All rights reserved. All other trademarks and trade names are the properties of their respective owners. 


SEE MORE ONLINE 
http://www.pcgames.com 


Hicks, varmints, colonels—this month, we've got everybody covered. Just take a gander at all these 
cool new cheats. Itching to fly around Outlaws’ Wild West environments? Or become a whole differ- 
ent character in Perfect Weapon? How about skipping through the levels of Interstate ‘76? We'll show 
you how. If action’s not your thing, we've got codes that'll carry you through Imperium Galactica, or 
grant you a secret mission in Red Alert: Counterstrike. Once again, cheaters always prosper. 


In any of the three subgames, push Esc to pause, then hold down the Type these cheats anytime during a mission (making sure you include 
R and 2 keys. While holding them, enter the following key combos: the slash): 
Die Hard 1: Die Hard 3: /ironman: makes you invincible. /stagewin: win current mission. 


right, up, down, E: god mode. 


right, E, down, O: 50 grenades, 
smoke bombs, etc. 


right, up, down, down, E, 
right: guns (repeat for different 
guns). 


Die Hard 2: 
right, up, down, E: guns. 


right, E, left, O, A, down, E: 
tons of missiles and grenades. 


ned Al IUT 


To access the secret mission, It Came From Red Alert, hold down 
_ the Shift key while clicking on the round speaker-like thing in the 


| upper-right corner of the screen. 


left, O, up, down, E, right: 


infinite lives. 


(Note: If you’ve typed a 
code correctly, the game will 
unpause.) 


When asked to enter your name, type one of these: 


cheat 
cheat2 
cheat3 
cheat4 
cheat5 
Ciggies 
You'll gain access to four 
more cars, all the tracks, 


a no-clipping mode, and 
an intro video. 


_ While in the game hold down 
sa _ Shift and type karoly to enable 
: _ the cheats. Now hit the 
following keys: 


c: Gain all colonies and 
inventions. 


v: Gain 100,000 credits. 


| 
| 
| 
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If your software COulg grea... 


it would dreaM Of rypniNG On a MACH V 


Falcon Northwest’s MACH V series of custom built PCs - 
hand crafted silicon for those who accept only the best 


“Falcon Northwest took top honors in “The Falcon MACH V provides no- . “A welcome by-product of the component — 
CGW’s review last year, and rightfully so. compromise audio and video 2 choices is the MACH V’s excellent business- 
Overall, the MACH V is once again about performance that will knock you out application performance” “The MACH V’s- 
the fastest rig of the bunch this year. of your seat.” 7 Winstone 32 score [beat all 8 other 166 MHz 
Windows performance was rock-solid - Family PC ‘Recommended’ machines, and even a Pentium 200] for first 
across the board, with wins in just about place. The Falcon beat out its 166MHz > 
every category, including 3D graphics.” ree fee See See Pentium competitors on hard drive and 

- Computer Gaming World , cutlets ieee as graphics performance as well.” 


= POInpute Oren eet 


SS eee aNeeNTERIY OPH PETEMO ATR 


. e 
BLES Aba on AretiensT rhe ane attra onerccoenaee  IS fo es ay 
; a 
g : 


FALCON NORTH EST eee 
SPF STS, 


CALL TOLL —, ‘i 
1-888-FALCON-1 


COMPUTER SYSTEMS http://www.falcon-nw.com 


Custom built PCs starting at $2,495 for game playing, graphics, game design - or even getting some work done 


Far out! Enter these cheats during gameplay: 


During a T.R.I.P. mission, hold down Ctrl and Shift and type 
getdown. You'll hear Groove say these words; then you'll be 
attacked by all the other cars. Once they've killed you, you'll skip 


to the next mission. 


Hold down Ctrl and Shift and type wiggleburger to blur 


the screen. 


Type these codes during the game: 


olash: unlimited ammo. 
olpostal: all weapons and full ammo. 
oljackpot: adds inventory. 


olredlite: freezes enemies (though you can’t 
hurt °em while they’re frozen). 


olcds: full map. 


olairhead: fly mode (use jump/crouch keys to 
move up/down), 


olzip: teleport. 
olfps: shows frame rate. 


olgps: displays coordinates. 


Lick your lips, scratch your butt, then type these tasty cheats 


(during gameplay): 


rdall: get everything (keys, ammo, 


health, etc.). 


rdclip: toggles No Clipping mode. 


rddebug: toggles Debug mode. 
rdelvis: god mode. 


rdmeadow#*: level warp (# is a 
single-digit episode number, * is a 
two-digit level number). 


rdguns: Get all guns. 


rdhounddog: message “Elvis 
is dead!” 


rdinventory: get all inventory. 


rditems: all items. 


rdkeys: get all keys. 


rdmoonshine: toggles XXX 
Moonshine mode. 


rdrafael: message “For your 
grandpa!” 


rdrate: shows frame rate. 
rdshowmap: toggles Show Map. 


rdskill#: change skill (# is a 
number from 1 to 4). 


rdunlock: all locks toggled. 


rdview: external view (same 
as F7). 


rdyerat: another Debug mode. 


We'll show you a perfect weapon: During gameplay, type the following codes, then hit the Enter key: 


gmgodm: god mode. 


gmbigh: big-head mode. 


gmborg: change into cyber-character. 


gmmove: all moves. 


Level codes 


(also typed during a game): 


olhideout 
oltown 
oltrain 
olcanyon 
olmills 
olsimms 
olminer 
olcliff 


olranch 
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Level passwords: 

D, B, D, B, B, A, B, A: ICE 

A, D, D, C, A, A, D, C: GARDEN 
A, C, 6, A, B, B,C, C: FOREST 
A, D, D, D, C, A, C, C: DESERT 
D, D, B, D, B, B, C, A: PROTEUS 


We goofed! The Blood cheats listed in 


May/June 1997's Cheats page were actually 
for the full version of the game, not the 
shareware version on that issue’s CD. Here 
are the correct Blood shareware cheats, as 
submitted by sharp-eyed reader Elak 
Swindell (who, for bis trouble, will be 
receiving a free PC Games T-shirt): 


god: god mode; guns: all weapons; 
ammo: full ammo; armor: full armor; 
keys: all keys; health: full health; clip: 
turns off clipping; map: full map, including 
secret areas; burn: set yourself on fire. 


special advertising section 


ato lassified— 


/neide you will find informa C/OK 
on Some of the hottest players 


in the game industry, / he 
following corpora te profiles 
include sensitive data on bop 


propec te in development 


ACCOLADI 


Accolade 

5300 Stevens Creek Blvd., Ste. 500 
San Jose, CA 95129 

408-985-1700 

www.accolade.com 


L.~4 


Synopsis: Founded in 1984, Accolade publishes action, 
sports, and strategy games for multimedia personal | = : ee i : 
computers, the Internet, and the Sony PlayStation : a ee ae 
game console. Leading titles from Accolade include > = ee ae Ee 
the long- running Hardball series; the Jack ‘Nicklaus ; — eee 
Golf series; Test Drive Off- Road, -an off-road 
racing game; Deadlock, a space strategy game; and 
the Star Control series—space sims mixing strategy 
and action in a fight for the universe. 


Recent Accolade titles also include Eradicator, a 
first-person shooter with multiple perspectives and 
characters. 


Most Popular Game(s) to Date: Hardball. The 
Hardball series has continued to offer some of 
the most popular and enduring baseball games on 
the market. 


Hot Games in the Works: Redline, a first-person 
action game; Hardball 6, which brings true 3D graphics 
to the classic baseball series; and NFL Legends 
Football ‘98. 


Online-only Games in the Works: Jack Nicklaus 
4 Online, which will let players compete in online 
tournaments for rankings and prizes. 
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Activision 

11601 Wilshire Blvd., Ste. 1000 
Los Angeles, CA 90025 
800-477-3650 

www.activision.com 


Synopsis: Activision is a publicly held 
developer and publisher of interactive entertainment 
software for computers, as well as Nintendo, Sega, and 
Sony PlayStation game systems. 


The company’s recent releases include A-10 Cuba!, 
HyperBlade, Interstate ‘76, MechWarrior 2: Mercenaries, 
and the Quake add-ons Scourge of Armagon and 
Dissolution of Eternity. 


Most Popular Game(s) to Date: MechWarrior 2. 
This simulation of futuristic armored combat featured 
the BattleTech universe under license from FASA 
Corporation, the designers of the celebrated board 
game and role-playing line. The success of MechWarrior 
2 ignited one of the strongest trends of the last two 
years, kick-starting the mechanized-combat genre. 


Hot Games in the Works: Dark Reign, a space 
strategy game that pits opponents against one another 
in real-time battle; Hexen 2, an update of the classic 
first-person shooter; Heavy Gear, a game of futuristic 
armored combat; and Twinsen’s Odyssey, a fantasy 
adventure from the design team behind Relentless: 
Twinsen’s Adventure. 


Online-only Games in the Works: NetStorm. This strategy 
game places you in an online struggle for control over 
floating islands, requiring mastery over the elemental 
forces of rain and wind. Its designers, who list among 
their credits Ultima VII and BioForge, count Command & 
Conquer, Archon, and Tetris among their influences. 
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Blue Byte Software 

870 E. Higgins Rd., Ste. 143 
Schaumburg, IL 60173 
847-995-9951 
www.bluebyte.com 


Synopsis: Since Blue Byte was founded in 
1988 by current CEO and president Thomas 
Hertzler, the company has evolved into a 
well-known worldwide software developer 
and publisher. It has offices in England, 
Germany, .and the U.S., with affiliates in 
France, Japan, Korea, and Spain. 


Blue Byte is committed to producing 
quality, Original games that use the 
latest development and PC technology. 
The company’s line of products 
includes such recent: critically 
acclaimed titles as Albion, an RPG 
in which players roam a vast alien 
world; Settlers II, the strategy se- 
quel to, Serf City: Settlers IT: Gold 
Edition; and Archimedean Dynasty, an 
undersea action adventure set ina 
future Earth where mankind has been 
driven into the oceans. 


Most Popular Game(s) to Date: 
Archimedean Dynasty 


Hot Games in the Works: Extreme 
Assault, in which players operate 

a high-tech attack helicopter and 

a state-of-the-art battle tank in 

a war against alien invaders. This 
action game will include solo-play 
and online-play options. 


special advertising section 
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INTERACTIVES? 


Empire Interactive 

13220 Wisteria Drive, Bay N-2 
Germantown, MD 20874 
800-216-9706 . 


Www.empire-us.com 


Synopsis: Established in 1985, Empire Interactive is one. 

of the world’s leading independent software publishers. © 
- With a development schedule packed full of innovative and 
exciting new products, Empire Interactive “is dedicated 
to providing only the best.” | | 


Empire’s previously published titles include the WWI 
flight sim Dawn Patrol, the long-running Battleground 
series, and the strategy adventure Dreamweb. In addition, 
the UK-based company created one of the most realistic 
pinball sims ever with Pro Pinball: The Web. Its most 
recent release, Flying Corps, received praise not only for 
Ls ‘Cetatied “kizont model, put ralso tor abe box content, 
which included a comprehensive manual and useful maps. 


Forthcoming titles include the Korean War flight sim 
MiG Alley; Timeshock, the next entry in the: Pro Pinball 
series; and a new take on golf sims, The Golf Pro. The 
latter title will incorporate a new control method 

aero uses the mouse to simulate the swing of the club, 
reportedly providing a greater sensation of action and 
involvement than the familiar three-click “swingometer” 
used in most golf sims. ee 


Empire has also entered the online-gaming world by 

packaging and releasing to retail the detailed space 
strategy/conquest sim Stars! A fully updated version 
featuring new graphics and user-friendly controls will 
be released later this year. 


Most Popular Game(s) to Date: Flying Corps 


Hot Games in the Works: MiG Alley, Pro Pinball: 
Timeshock, The Golf Pro 


Online-only Games in the Works: Stars! 3.0 
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Engage Games Online 
17922 Fitch Avenue 
Irvine, CA 92714 
714-752-5510 

www. engagegames.com 


Synopsis: Engage Games Online provides some of 
the world’s most popular multiplayer games via 
the Internet and most major online services. 
Currently, its titles include Descent, Warcraft II, 
Rolemaster: Magestorm, Splatterball, Darkness Falls, 
Virtual Pool, Castles II, Billboard Live Music 
Trivia, and many more. 


But Engage 1S more than just an online game service; 
it's -a commurity of ‘gamers of all level's, with 
standard- and low-latency access, chat rooms, 
bulletin boards, and a wide variety of games. 


Sot? 


Right now, Engage offers subscribers two different 
hourly rates: $1.95 per hour with ads, and $2.50 
per hour ad-free. 


Among the online services offering 
access to Engage are EarthLink 
Network, Concentric Network, America 
Online, Prodigy, CompuServe, Jones 
Internet Channel, and Pacific 
Internet: (Asia only). 


Most Popular Game(s) to Date: 
Too early to tell 


Hot Games in the Works: 
Redneck Rampage, Tele-Arena, 
U.S. Chess Federation, Diablo, 
Rolemaster: The Bladelands 
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NTERACT 


GT Interactive 

16 East 40th St. 

New York, NY 10016 
800-621-4847 
www.gtinteractive.com 


Synopsis: Headquartered in New York, GT 
Interactive Software Corp. is a leading global 
publisher of entertainment and edutainment 
software under the GT Interactive, Humongous 
Entertainment, and Cavedog Entertainment 
brands. Together, these branches release games 
for PCs and console systems from Sony, Sega, 
and Nintendo. 


Over the past year, GT has signed publishing 
deals with a number of big-name developers, 
ancluding 3D. Reaims, known Eor its action hit 
Duke Nukem 3D. The company also negotiated a 
publishing agreement for the retail release of 
id Software’s long-awaited Quake. These 
top-selling first-person action games will be 
joined under the GT Interactive publishing label 
by Epic MegaGames’ upcoming Unreal. 


In addition, GT has published adventure games 
such as CyberSites’ murder mystery SPOR, set in 
ancient Rome, and Tribeca Interactive’s bizarre, 
surrealistic adventure 9. On the strategy front, 
GT recently released Imperium Galactica, a space- 
strategy game developed by Digital Reality. 


Other retail releases include the full boxed 
version of Apogee’s shareware arcade racer Death 
Rally, as well as the action game TigerShark. 


Most Popular Game(s) to Date: 
Duke Nukem 3D, Quake 


Hot Games in the Works: Oddworld: Abe’s 
Odyssee, Unreal, Shadow Warrior, Blood, 
Topal Anninilation 
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Head Games Publishing 
800 Transfer Rd. 

St. Paul, MN 55114 
612-321-9470 
www.headgames.net 


Synopsis: Head Games Publishing was formed in August 
1996 to develop and market CD-ROM software for the 

PC, emphasizing entertainment but including education, 
special utilities, and e-mail. Its opening titles have 
focused on providing add-ons and utilities for some of 
the most popular games of the moment. 


Heading this list is Aftershock, a Quake add-on pack 
that includes a new episode as well as six new 
multiplayer levels. Where many of the retail Quake 
level packs have focused on quantity, Aftershock’s 
success has shown how putting careful thought into the 
design process can pay off with the consumer. 


Further Head Games titles include Tremor, a large 
collection of Quake levels, add-ons, and utilities, 
and Top Speed, which offers NASCAR, IndyCar, and 
Grand Prix games owners new truck and car templates, 
new tire compounds, and 28 new tracks. 


Head Games has also picked up the publishing rights 
to Windward Studios’ Enemy Nations, a real-time 
strategy game in which players struggle for control 
of an alien world. 


Most Popular Game(s) to Date: Aftershock 


Hot Games in the Works: Brunswick Pro Pool 
3D, Grant Hill Fantasy Basketball, Terry 
Bradshaw Fantasy Football, Cal Ripken Jr. 
Fantasy Baseball 


Aftershock ; : 
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Interplay Productions 
16815 Von Karman Ave. 
Irvine, CA 92606 
800-468-3775 
www.interplay.com 


Synopsis: Interplay has a long history 
in computer gaming. In addition to 
maintaining a large in-house design 
team, the company is an influential 
publisher of titles developed by 
independent design houses, including 
Parallax’s Descent series. 


Interplay has also made a name for 
itself by producing games based on 
popular licenses, including the original 
Star Trek television series. The 
company’s U.S. operations are joined by 
an extensive overseas distribution arm 
that is releasing such popular games as MDK. 


Recent Interplay titles have included 
M.A.X.; Realms of the Haunting, Redneck 
Rampage, and Shattered Steel. 


Most Popular Game(s) to Date: Descent 
and Descent II are still Interplay’s best- 
selling games. They have evolved from their 
Original PC versions and have been enhanced 
for. 3D actelerators, as. well as ported to 
the Macintosh and the Sony PlayStation. 


Hot Games in the Works: The latest in 
Interplay’s line of Star Trek games, 
Starfleet Academy; Wild 9, a 32-bit console 
game promising “never-before-seen lighting 
and weapon effects”; and Of Light & 
Darkness, “the most psychically evocative 
and technically masterful interactive 
achievement of the seventh millennium.” 


Online-only Games in the Works: Special 
online versions of Redneck Rampage, 
Descent, and Virtual Pool (available 
via Engage Games Online). 


special advertising section 


LucasArts 

P.O. Box 10307 

San Rafael, CA 94912 
415-472-3400 

www. lucasarts.com 


Synopsis: LucasArts is the interactive production 
arm of George Lucas’ entertainment empire. Based in 
Marin County, Calif., the company develops and 
publishes entertainment and educational software for 

a variety of computer and console platforms. Its games 
have included the hits Full Throttle, The Curse of 
Monkey Island 1 and 2, Dark Forces, Indiana Jones and 
the Fate of Atlantis, Rebel Assault I and II, X-Wing, 
and TIE Fighter. 


Recent releases include Outlaws, a first-person 
shooter set in the mythical Old West, and X-Wing 
vs. TIE Fighter, a combination of the earlier 
Space sims that lets players fly against each 
other as Rebel pilots or Imperial soldiers.  ¥§ #§ 
Most Popular Game(s) to Date: Dark 
Forces. Largely considered to be one of the 
best of the early first-person shooters, Dark 
Forces offered gamers the Star Wars universe from a 
new perspective. 


Hot Games in the Works: Jedi Knight: Dark Forces =>. 7 
II updates the Star Wars entry into the first-person —_ 
action genre, providing a true 3D environment. 
Rebellion is a grand strategy game pitting the Rebels 
against the Empire for control of the galaxy; the 
major Star Wars characters appear as heroes in the 
game, and their capture can turn the tide of the war 
for either side. Also planned is a PC version of the 
successful Nintendo 64 cart Shadows of the Empire. 


Jedi Knig 


[sland 3 
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NEC 


NEC Electronics Inc. 

475 Ellis St. 

P.O. Box 7241 

Mountain View, CA 94039-7241 
415-960-6000 

www.powervr.com 


Synopsis: NEC, in conjunction with 
VideoLogic, has developed the PowerVR 3D 
graphics architecture, providing leading 

3D performance for PC enthusiasts. With 
third-party support growing every day, PowerVR 
has the potential to become a major player in 
the 3D market. 


Most Popular Product(s) to Date: PowerVR chipset 

used in the Apocalypse 3D graphics accelerator (which comes 
bundled with Kalisto’s Ultimate Race and an enhanced version 
of MechWarrior 2). PowerVR delivers high-quality 3D graph- 
ics for the next generation of interactive entertainment. 
Its cutting-edge technology provides real-time 3D rendering 
and competitive price/performance for companies developing 
3D systems for consoles, PCs or arcade systems. 


lf 
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The PowerVR design team has drawn on years of 
experience in flight simulators, ray tracing, and 
other advanced 3D fields to produce a system that 
eliminates expensive memory and bandwidth bottle- 
necks to deliver leading graphic realism, with 
great detail and high frame rates. VideoLogic 

and NEC’s patented PowerVR system is fully 
scaleable, so it can be used in a wide range of Sa 
3D applications and entertainment markets from 
game consoles and PCs, right up to high-end arcade 
machines, allowing content producers to target a 
range of different platforms without redesigning 
their titles. 


Kabictos Ultimate Kace 


PowerVR's polygon-object rendering allows the 
use of conventional, industry-standard APIs 
such as: Microsoft's Direct3.: The ability to 
directly process infinite planes and convex 
objects also allows PowerVR to provide advanced 
features such as full shadows and searchlights 
in real time. In addition to support for 
industry-standard APIs, PowerVR has its own 
high-level, multi-platform, object-oriented API, 
PowerVR SGL, which provides full access to all 
the capabilities of the PowerVR hardware. 


Hot Products in the Works: PowerVR-enabled 
versions of WipeOut XL and MechWarrior 3. 
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Playmates Interactive Entertainment 
611 Anton Blvd., Suite 500 

Costa Mesa, CA 92626 

714-428-2251 

www.playmatestoys.com 


Synopsis: Playmates Interactive Entertainment 
publishes games for the PC, PlayStation, and Saturn 
platforms. A subsidiary of Playmates Toys Holdings Ltd., 
best known for the megapopular Teenage Mutant Ninja 
Turtles action figures, PIE got off to a prosperous 
start by producing the well-known platform games 
Hart iworm dim 1) and 2. 


Playmates’ PC games publishing history has seen the 
company pick up the rights to some promising titles, 
most notably Shiny Entertainment’s action game MDK. 
Meanwhile, the Playmates’ toy-producing side has 
taken Shiny’s Earthworm Jim character to TV cartoon 
and toy prominence. Forthcoming publishing deals 
include the rights to a game based on the outrageous 
Duckman cartoon. 


These titles come on the back of Powerslave, a 

first-person shooter with an Egyptian theme. The 
beat-'em-up genre has enjoyed limited success on the PC 
platform, but Playmates’ port of the PlayStation title 
Battle Arena Toshinden proved that the PC could offer 
arcade-style speed and quality. 


Most Popular Game(s) to Date: MDK, 
EFarthworm Jim 1 & 2: The Whole Can O’ Worms 


Hot Games in the Works: Meat Puppet, Duckman, 


Vengeance 
= pe i 
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Earthworm Jim 2 
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Psygnosis 

919 E. Hillsdale Blvd. 
Foster City, CA 94404 
800-438-7794 


www.psygnosis.com 


. 
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Synopsis: Since 1984, when it was founded 
in Liverpool, England, Psygnosis has 
sought distinction from other PC enter- 
tainment software companies by delivering 
interactive game experiences unlike any 
other. Now the largest development house 
in Europe, Psygnosis has created more 
than 100 award-winning titles. 


In its long history of game development, 
Psygnosis has released the popular 

Lemmings series on multiple formats and 
in multiple territories. Andrew Spencer 
Studios also developed for release under 
the Psygnosis banner the critically ac- 
claimed Ecstatica, which has been boosted 
by the recent release of a sequel. 


Action games have been a prominent force 
in the Psygnosis catalog, which has 
included such titles as Novastorm, Assault 
Rigs, Destruction Derby, WipeOut, and 
Krazy: ivan; 


Perfect Entertainment’s attempt to re- /} fy iy @ | \J : 

ereate the bizarre antics of author Terry | / mm N. y iy *) 

Pratchett’s Discworld series on the PC [ >} a - 2 aad 
Diseworld // 


has met with critical and commercial E —. ae ia 
Success in Europe, where Pratchett is a : | 
best-selling and prolific writer. Many 

enhancements to the game engine and the 
addition of more lines of dialogue from 
Monty Python star Eric Idle in the lead 
role of Rincewind have strengthened the 
appeal of the Discworld sequel, Mortality 
Bytes, for the U.S. market. 


Most Popular Game(s) to Date: 
Destruction Derby 


Hot Games in the Works: WipeOut XL, 
Thunder Truck Rally, Sentient, 
Formuia 2 
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SegaSoft 

150 Shoreline Drive 
Redwood City, CA 94065 
415-802-4400 
www.segasoft.com 


Synopsis: SegaSoft’s mission is to 
be the definitive provider of interac- 
tive experiences for everyone who wants to be 
entertained or informed. Founded in 1995 as an 
independent U.S. incorporated software development 
company, SegaSoft is dedicated to creating the 
very best interactive software and content for 
delivery on all platforms, including PCs, gaming 
consoles, and the Internet. 


Recent games include the space strategy Emperor 
of the Fading Suns; Rocket Jockey, an ultra- 
violent future sports game; and the Star Wars 


cantina-style Space Bar. 
i] 
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Most Popular Game(s) to Date: Obsidian, 
a graphic adventure that lures players through 
a series of bizarre dreamworlds. eee 
Fading aS les 
Hot Games in the Works: Net Fighter, an Le ae 
online-ready game of martial-arts combat; Zombie 
Island, a gory horror outing in which players have 
to find a way off a tropic getaway infested by 7 DPD P| 


flesh-eating ghouls. Bi 


ERD FURR 


Online-only Games in the Works: SegaSoft’s 
HEAT gaming service will feature games such as Heat 
Warz, a futuristic real-time strategy game; Scud 
Online, a top-down shootout based on the comic-book 
exploits of the Disposable Assassin; and Alien Race, 
in which four different species of exotic alien 
beasts vie for control of interdimensional worlds. 
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Total Entertainment Network 
500 Howard St., Suite 300 
San Francisco, CA 94105 
415-778-3500 


www.ten.net 


Synopsis: The Total Entertainment Network 
(TEN) is an interactive entertainment service 
for game-playing consumers. With online rights 
to over 25 different titles by industry-leading 
game publishers—over half of which are TEN 
exclusives-TEN offers rankings, tournaments, 
hints, tips, chat, and more. 


TEN has been developing Internet-gaming technolo- 
gies for over six years. This innovative platform 
is now heralded by some developers as the best and 
easiest way to make their games playable on the 
Internet. As a result, the following publishers 
are currently partnering with TEN: 3D Realms, 
Apogee, Accolade, Blizzard, Eidos Interactive, 
id Software, Maxis, MicroProse, Sir-Tech, 
Spectrum HoloByte, SSI, and Westwood Studios. 


Total Entertainment Network, based in San 
Francisco, Calif., was formed from the merger 

of Outland Inc. and Planet Optigon Inc., two 
companies that had been developing online 
technologies and communities for over a decade. 
TEN received its initial funding in June 1995 from 
Kleiner Perkins Caufield and Byers. Other investors 
include Ameritech; The Carlyle Group; Dominion 
Income Management Corp.; Goldman Sachs; Robertson, 
Stephens & Company; and Vertex Management. 
Software Creations, the No. 1-rated BBS in the 
country, is a subsidiary of TEN. 


Most Popular Game(s) to Date: Duke Nukem 3D, 
Quake, Command & Conquer, Command & Conquer: Red 


Alert, Dark Sun Online 


Hot Games in the Works: NASCAR Racing 2, 
Blood, Shadow Warrior 


. ey hadow Warrior 
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UBI SOFT 


KX 
Ubi Soft Entertainment 
625 3rd Street, 3rd Floor 
San Francisco, CA 94107 
415-547-4000 
www.ubisoft.com 


Synopsis: Founded in 1986 in France, Ubi Soft 
Entertainment is a leader in the distribution 
and development of games and educational soft- 
ware for PCs and home-entertainment systems. 


Ubi Soft is best known for the blockbuster hit 
Rayman, a playful, upbeat platform game that 
enjoyed widespread praise. More recently, the 
company has released Pod, one of the first games 
to take full advantage of MMX technology. Now 
also available for Pentium processors, this 

racing game has proved its success by pre- 
selling more than 2.7 million units worldwide 
within months of completion. 


Recent Ubi Soft games also include Street 
Racer, an animated 3D road race similar to 
the Nintendo 64’s Super Mario Karts. Among 
the publisher’s children’s titles are Amazing 
Learning Games with Rayman, where players must 
read, count, and spell their way through 
mindbending landscapes; Arctic Tales with 
Payuta and the Ice God, a magical storybook 
that’s part adventure, part educational tool, 
part game; and Keyeko and the Lost Night, 
another interactive tale for the whole family. 


Most Popular Game(s) to Date: 
Rayman, Pod 


Hot Games in the Works: Fl Pole 
Position, ED (code name) 
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Westwood Studios 

2400 North Tenaya Way 
Las Vegas, NV 89128-0420 
702-228-4040 
www.westwood.com 


Synopsis: Westwood pReise ea 
leading developer and publisher of games and : 
entertainment software. By combining cutting- edge 
technology, enchanti ing graphics, and quality game 
design, Westwood has become an established force 
in the world of interactive software. 


Currently, the company’s most popular franchise 

is the Command & Conquer series, which has scored 
hundreds of thousands of sales between the original 
Command & Conquer, an add-on disc (Command & 
Conquer: Covert Ops), and the game’s highly popular 
sequel, Command & Conquer: Red Alert. 


Westwood’s online service, Westwood Chat, has 
enabled thousands of players to wage C&C battles 
through the Internet, and has also brought a new 
level of popular culture to online gaming with the 
online version of the perennial board-game favorite 
Monopoly. Also, Westwood plans a 1997 release 

of Lands of Lore: Guardians of Destiny, a modern 
update to the acclaimed original version of Lands 
of Lore. 


Most Popular Game(s) to Date: 
Command & Conquer: Red Alert 


Hot Games in the Works: Blade Runner, 
Lands of Lore: Guardians of Destiny 


Online-only Games in 

the Works: Command & Conquer: 

Sole Survivor, Games People en at 
Play: Hearts, Spades, | Cue Siithet 
Euchre : 
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7th Level 

bee B.: Collins Bivad.,. #122 
Richardson, TX 75081 
800-556-0488 : Pipe | b 
www. 7thlevel.com “ ee a 


spine onsen LEARY Seth Are sient 


Synopsis: Best known for the offbeat humor et ae & 2 Te ore ee 
of its early Monty Python titles and Take — 
Your Best Shot, a game featuring the anima- 
bion of Bill Plympton, 7th Level has made a Significant 
commitment to game design in the last year. 


Recone releases include the cyberspace puzzle game Tracer; Monty Python & the _ 
Quest for the Holy Grail, an outrageous adaptation of the movie; Ace Ventura, ee 
an adventure based on the wild pet detective; G-NOME, a mechanized- combat ee ee 
game; and the arcade- style shoot-’em-up HeliCops. ees 


Most Popular Game(s) to Date: Monty Python’s Complete Waste of aes 


Hot Games in the Works: Dominion, a real-time strategy game; Return to Krondor, 
an RPG; Monty Python’s Meaning of Life and a Best Of Python disc, both due by 
Christmas; and an action game called The Gatherer, due early next year. 


ACCESS 
JAX) BALD L 
‘Access Software 

4750 Wiley Post Way 

Building 1, Suite 200 

Salt Lake City, UT 84116 


801-359-2900 
www.accesssoftware.com 


Synopsis: A manufacturer of entertainment software cae : 
Since 1982, Access Software is dedicated to a a 
strong corporate charter: “Whatever software platform we 
develop for, we will push the technology further than anyone else. And 
we will provide the best customer service in the business.” 


Access was perhaps the first software company to produce a truly interactive movie 
with digitized characters and speech: Under A Killing Moon... ‘This (interactive 
mystery featured the exploits of gumshoe Tex Murphy, played by Access president 
Chris Jones. UAKM was followed by the critically acclaimed Pandora Directive. 


Most Popular Game(s) to Date: Links LS, a golf simulation that pushes the limits 
of realism and computer technology 


Hot Games in the Works: Poisoned Pawn (working title), the next entry in: the Tex 
Murphy mystery series. The game will debut on the new CD-ROM format DVD-ROM. 
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Advanced Gravis | ae 
3140 Mercer Ave., Ste. H 
Bellingham, WA 98225-8446 
800-257-0661 

www. gravis. com 


Synopsis: aonieed: ers. a ool oe vores of oS 7 
Kensing Microware hae ee 2S a leading manufacturer of game con 
trollers and wavetable sound cards for the PC market. Recently, the 
company > has. been best known for its GrIP system, which lets users 
connect as many as four GriIP controllers to ‘one Be for multiplayer 
gaming; EA’s recently released EA Sports GrIP system comes bundled 
with Triple Plev. "97. Crevis products are sold in 45 countries — 
worldwide. =e Sage = 


- Most Popular Product(s) to Date: PC Gamepad, GamePad Pro 


= HOt Products in the Works: Gravis plans to announce a new lineup of 
aenovative game controllers at 193/"s Electronic Entertainment Expo. 


ATI Technologies 

33 Valley Dr. East 
Thornhill, Ontario, Canada 
L3T 7N6 

(905-882-2600 
www.atitech.com 


Synopsis: Specializing in onboard and 
-after-market video accelerators, ATI is the 
second-largest maker of 3D video boards and the 
third-largest shipper .of 2D video: boards: ATT 
products can be found in personal computers 
made by Acer, Gateway, IBM, NEC, and Sony. 


Most Popular Product(s) to Date: The All -~In-Wonder graphics accelerator 
is an affordable product that accelerates 2D and 3D video, and enables video 
capturing and TV tuning on a ae ee = 


Hot Products in the Works: The third-generation 3D Rage Pro chip with 
built-in support for the new accelerator graphics port. Upcoming 3D Rage 
Pro accelerators will be fully DVD-enabled and will feature flicker-free 


output to conventional TVs. == ire 5 


888-868-2533 
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Doone First Street, ste. 510 : 
- San Jose, CA 95131- 2040 — : ie 


Synopsis: eomded in 1995, oe is one. of 
the world’s leading manufacturers of graphics 
cards for the PC:,. Canopus = products combine _ 
innovative hardware and software design to set new standards in aoe 
performance, functionality, and reliability. The company 35° | best known — ee a 
for the Total 3D video accelerator. = Ge : eee. . [oe 


The Total 3D has won industry acclaim as one of the Secrest 2D/3D accelerator cards available. 

The product combines a high-speed accelerator, stereoscopic realism, and 3D stereo sound. _ Several ae 

Total. 3D-accelerated games are designed to work with VR glasses, which are included with ‘the | Ae 
Total 3D video- card package. Be 


Why the name nse Canopus is the second brightest star in the sky, and because of this, rs od 
played an important role in the successful navigation of Voyagers qt and 2 ese a the solar system. 


_ Most Popular Product(s) to Date: Total Gp 2 — a ee 


cH Products : 
970 Park Center Drive 
Vista, CA 92083 
619-598-2518 
www.chproducts.com 


Synopsis: CH Products is one of the leading 
manufacturers of PC and Macintosh peripherals 
for avid gamers. The company’s product line 
includes joysticks, throttles, rudder pedals, 
gamepads, flight yokes, gamecards, and 
trackballs. 


A family-owned and -operated organization since | 

1977, CH Products makes all its peripherals in the United States, including its new Force FX 
force-feedback joystick and its F-16 series of programmable sticks for gamers and flight-sim 
fans. CH designers are veteran airplane builders and pilots whose years of See ienee ee 
gamers realistic involvement in computer gaming. 


CH Products isn’t just about fun and games. Its original Bexionent manufacturers davai 
makes some of the best precision controllers available for video post-production equipment, 
medical instrumentation, and wheelchair applications. The company’s joysticks were even used | 
in the movement of the full- -size dinosaurs in Jurassic Park. 


FAL aa | . 
NORTHWEST | 


Falcon Northwest Computer Systems 
263 South Bayshore Drive 

Coos Bay, OR 97420 

800-258-6778 

www.falcon-nw.com 


Synopsis: Falcon Northwest is dedicated to producing personal computers spa for 
playing games. Although it has a recommended configuration known as the Mach V, the company | 


en cies builds systems to order, based on equipment and peripherals specified by customers. 
‘In addition to game systems, Falcon produces machines | intended for use in animation, ae 
eat oe sand cles Sea. Ae = = = eS pe eer a ee 


: | Most: Popular Product (5) to Date: ‘Mach V Ganing oo a ee eee = 


Hot) Pechucts in Poe Works: Constantly eee Mach V series as new Spee are pedeseen by 
quality vendors. If a product adds to the gaming experience, Falcon will include it as an option. 


GRAPHIC 
SIMULATIONS 


Graphic Simulations Corporation 
15400 Knoll Trail #104 

Dallas, TX 75248 

972-386-7575 

www.graphsim.com 


Synopsis: Graphic Simulations Corporation (GSC) 
designs, develops, and publishes 3D graphical simulation products for microcomputers. 
Gsc is a leader in development and sales of flight simulators for Windows 95 and Apple 
Macintosh platforms. 


The company’s most prominent product right now is F/A-18 Hornet, a detailed sim of the naval and 
marine strike attack plane. It is now available in its third revision (3.0), sporting 28 missions 
based around the Persian Gulf. Six unique maps are also available for multiplay over a LAN with as 
many as four players. 


GSC has also released Amber: Journeys Beyond, an X-Files/Myst-like adventure that takes gamers into 
a house teeming with the paranormal. However, the publisher’s focus is primarily on the development 


of flight sims. 


Most Popular Game(s) to Date: F/A-18 Hornet 
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Interactive Magic/I-Magic Online 
P.O. Bost 13491 

Research Triangle Park, NC 27709 
919-461-0722 Hie Wareion /f 
www. imagicgames.com 


Synopsis: Chaired by industry veteran “wild 
Bill” Stealey, Interactive Magic is dedicated to 
developing and publishing quality strategy and 
Simulation games. Known most for its combat simulators, OP 
I-Magic recently acquired Interactive Creations Tncorporated (ICT), the maker-of Warbivds, 2. ee 
and has formed I-Magic Online. ee oS = Bie oe ee 


Most Popular Game ( 8) to Date: I- “Magic: Apache, the highly acclaimed modern helicopter 
combat simulator; ICI: Warbirds, which maintains a large and ra! online following. oe 


Hot Games in the Works: I-Magic: iF-22 Raptor and ‘iF-16 Viper, autetnee edge ree ee of 
the hottest military aircraft, and Great Battles of Hannibal, a re-creation of warfare from the 
age of antiquity; I-Magic Online: Planetary Raiders, an online space simulation, and Wild Bill's: 
Casino, an online virtual casino. 


NTERGRAP 


Intergraph Computer Systems 
1 Madison Ind. Park 
Huntsville, AL 35894 
205-730-8057 
www.intergraph.com/ics/i3d100 


Synopsis: Intergraph is a leader in 3D 
graphics technology and computer systems 
optimized for 3D. Having built its reputation 
as a maker of high-end dual-processor PCs used 
in the creation of computer-generated animation 
and graphics, Intergraph has made a commitment 
to creating systems and equipment for consumers, 
including 3D video accelerator cards. 


Most Popular Product(s) to Date: Intense 3D 100 Rendition Ready graphics 
accelerator, an all-in-one video card with excellent 2D performance and 3D support 
some of the most popular games on the market. 


Hot Products in the Works: Intergraph is currently working on a faster 3D game 
accelerator for consumers. 
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Synopsis: Kali is the invention of Jay Cotton, who, 
made Internet gaming a reality in 1995 with software 
that mimics the functions of an IPX network over the Internet. This allows most 

games that support IPX networks—such as Command & Conquer and Duke Nukem 3D-to be played online. 


Over 100,000 subscribers have paid the one-time fee of $20 to register for full access to. 
Kali, making it one of the most popular online- gaming services. A simple front-end chat 
interface allows gamers to. meet and then move off the Kali server to host their own games. 


Kali’s broad range of potential games has meant that most recent big-name multiplayer games are 
supported on the network. These include action hits like Quake, racers such as Big Red Racing, 
MechWarrior 2: Mercenaries, Diablo, Master of Orion II, and Warcraft II. The Kali philosophy is 
to supply the software that will allow all forthcoming multiplayer games to be playable over 
the system. 


Most Popular Game(s) to Date: Not applicable 


LOOKING GLAS: 


Looking Glass Technologies 

100 Cambridge Park Drive, Ste. 300. 
Cambridge, MA 02140 

800-360-7455 

www.lglass.com 


Synopsis: Founded in 1992, Looking Glass is a leading 
developer of interactive entertainment and simulation 
software titles for CD-ROM-based PC systems. The company was 
formed through a merger of Blue Sky Productions and Lerner Research, who, together, 

produced such hit titles as Chuck Yeager’s Flight Trainer series, F22 Interceptor, John Madden 
Football ‘93, Ultima Underworld I and II, and System Shock. 


Since emerging as a publisher in May 1995, Looking Glass has released several notable games, 
including Flight Unlimited, a popular flight sim, and Terra Nova, a heated team-combat sim. 


Among the company’s goals: “Immersive Reality: a gaming experience that achieves the elusive 
suspension of disbelief by putting players in a totally realistic game world.” 


Most Popular Game(s) to Date: Flight Unlimited 


Hot Games in the Works: British Open Championship Golf, Flight Unlimited II, 
The Dark Project (working title) 


New World Computing 
29800 Agoura Rd. #200 
- Agoura Hills, CA 91301 
— 818-889-5600 © 
www.nwcomputing.com 
Synopsis: Founded in 1984 by Jon Van Caneghem, New 
World Computing immediately established itself as a 
prominent player in the computer-entertainment aa = une 
industry with the release of the fantasy role-playing game Might & Magic. With millions of units 
sold worldwide, the company’s products have continued to set standards in the rapidly changing 
entertainment - software dustry. . : = 


In 1996, fe World Computing was piedieeed by The 3D0 Company. Under the oe are and taeeerie 
of president Canegham and executive producer Mark Caldwell, New World Computing’ Ss products have 
strived for state-of- the-art graphics, original music, and innovative sound effects and game design. 


Most Popular Game(s) to Date: The Might & Meee series 
(versions I through V), Heroes of Baht and Magic Land Tt 


Hot Games in the Works: Heroes of Might and Magic II BXDARELON Pack, 
Might & Magic VI, Heroes of Might and Magic III 


Online-only Games in the Works: Might and Magic Online 


TR 
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STB Systems ee 
1651 Glenville, Ste. 201 
Richardson, TX 75081 
972-234-8750 

www.stb.com 


Synopsis: STB is a leading manufacturer of 
multimedia hardware accessories used to enhance the 
gameplay experience of consumers. The company is the 
second-largest maker of video accelerators in the 
United States. 


STB’s credo is “to design, produce, and sell high-quality products that expand the capabilities 
of personal computers. We will do this in an atmosphere of honesty, integrity, enthusiasm, 
Creativity, and concern—toward our employees, customers, and suppliers.” To this end, the 
company aims to ensure quality products by manufacturing, burning in, and testing every new 
board at its own production facility. 


Most Popular Product(s) to Date: Nitro 3D Accelerator 


: Hot Products in the Works: DVD Theater sound board and Lightspeed 3D Pro accelerator 


Strategic Simulations Inc. 
675 Almanor Ave., Ste. 204 
Sunnyvale, CA 94086- 2901 
408-737-6800 — oot 
www.ssionline.com 


= Synopsis: One of the industry’s most 

> prommnent game publishers, SSI is recognized ee SS 

worldwide for its critically acclaimed Five-Star Series, which = iia 
includes such megahits as Panzer General, Allied General, Fantasy General, and Star General. 

SSI is also acknowledged as a premier ‘publisher of role-playing games, highly realistic 

- simulations such as Su-27 Flanker and Silent ‘Hunter, and the recently released real-time 

ee ete War Wind. | 


E> won ‘Popular Game (s) to Date: Panzer eee ‘This influential wargame, which spawned the 
2 ee Star Series, is still considered one of the finest World War II strategy games ever. 


see Hot Games in ae Works: Imperialism, Panzer pee II, and Pacific General 
Online Games in the Works: SSI will soon be adding online play to its successful 
Fantasy General, allowing for Internet battle between masters of fantasy armies. 
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- WizardWorks 

2300 Berkshire Lane 

| Minneapolis, MN 55441 
-- 800-229-2714 

ee wizworks. com 


2 ‘Synopsis: Now a division of GT Interactive, WizardWorks 

has built a reputation as one of the most prolific and 
successful developers designing add-on levels for popular 
games such as Doom, Duke Nukem 3D, Warcraft II, and Quake. 
These level packages usually feature additional weapons, new 
adversaries, and increased challenges. WizardWorks’ newest 
releases are the GameWizards Interactive Game Guides, which 
feature comprehensive strategies and tips for completing such hit games as Duke Nukem 3D, Tomb 
Raider, ein gacee eg A Puzzle of Flesh, Lords of the Realm II, and NASCAR Racing 2. 


owe Eboulac Game(s) to Date: Duke!ZONE add-on package for Duke Nukem 3D, Q!ZONE 
ea W!ZONE for Warcraft II, and Flight!ZONE for Microsoft Flight Simulator. 


ree Hot Games in the Works: GameWizards for Redneck Rampage, Diablo, Blood, 
EMDR, Unreal, Shadow Warrior, and Magic: The Gathering. 
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here’s no doubt about it: Tech-savvy gamers 


can build a screaming-fast, relatively inexpen- 

sive system with some prudent shopping. 
However, most people don’t want to go through 
the configuration-headache hassles that typically 
come with building your own PC from scratch. 

If you’re in the latter category and want the 
best “prebuilt” gaming PC that money can buy, 
Falcon Northwest Computer Systems’ Mach V 
is your Holy Grail. PC Games reviewed an IDE- 
based Mach V last year, and it became firmly 
entrenched in our Hardware Hall Of Fame. So 
it’s fair to say we had lofty expectations for 
Falcon’s latest Mach V—a SCSI-based gaming 
monster sporting a 200MHz Pentium CPU with 
MMxX technology. 

Falcon, which only sells direct, custom-builds 
every PC it ships to meet each customer’s needs; 
thus, every Mach V is different. However, what 
each machine has in common 1s that each and 
every component is name-brand and has been 
evaluated to deliver the best gaming performance— 
and compatibility. 

That said, we asked Falcon to ship us their 
view of the ultimate gaming PC, and to spare no 
expense in the process. And send they did. If you’re 
looking for an inexpensive system, this Mach V 
ain’t for you; if you’re looking for every extra edge 
you can get in a deathmatch, and money’s no 
object, read on. 

This Mach V arrived sporting a new ATX look, 
and the following components: 512K cache mem- 
ory, 64MB of 60ns EDO RAM, a Diamond Stealth 
3D2000 PCI video card with 4MB of EDO 
DRAM, a Diamond Monster 3D accelerator board 


with the 3Dfx chip and 4MB of EDO memory, a 
Seagate Hawk 2.2GB Ultra-wide SCSI hard drive 
with a 9ms seek time, a Toshiba 15X SCSI CD- 
ROM drive, a U.S. Robotics 33.6 modem, a 
|0O0mbs Fast Ethernet network card, and a Creative 
Labs Sound Blaster 16 with a Yamaha Waveforce 
XG add-on card and 4MB of memory. Whew! 

Let’s not forget the active-refrigeration CPU 
cooling system with failure alarm and two addi- 
tional cooling fans. The 200MHz Pentium is 
one hot chip—both literally and figuratively. The 
refrigeration unit may sound over the top, but 
in extended use, it will deliver improved CPU 
performance over a machine without one, and 
that extra edge is what Falcon is all about. The 
only tweak we’d make is swapping the 2.1GB 
hard drive for a 4GB—games have bigger installs 
these days, you know. 

The system also came with Altec Lansing 
ACS55 Dolby Surround Sound Satellite/ 


wo HOW FAST IS IT? 
LUNN 
Processor Score: _ 


140 
Video Score: 
‘Hard Drive Score: 


*PC Games Labs uses a standard Acer 200MHz 
Pentium as a baseline system for comparison, 
with baseline benchmarks of 100 in processor, 
video, and hard-drive categories. Computer 
systems are compared using WinBench 97. 
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You say you’re ready to 
buy a 20(0MHz MMx 
brute? Read on... 


The Mach V is still the system to beat. 


Subwoofer speakers, a CH Products High-Speed 
Game Card and F-16 Combatstick, and last—but 
certainly not least—a ViewSonic G810 21-inch 
.25-pitch monitor. The G810 ain’t cheap at just 
under $1,500, but it is impressive. Playing net- 
work GLQuake games on this monitor, at an 
average of 40 frames per second in 640-by-480 
resolution, is pure gaming heaven—and worth 
every cent if you’ve got the coin. 

That’s the essence of the Mach V: Sure, it 
wins the benchmark wars compared to assembly- 
line PCs like those from Micron, Compaq, or 
NEC, but over the long haul, it also delivers 
superior gaming performance and virtually zero 
configuration hassles running both DOS and Win 
95 games. This alone, for many people, is well 
worth Falcon’s price of admission, and the 
reason why the Mach V retains its position 
on PC Games’ Hardware Hall of Fame. 

—Steve Klett 


Falcon Mach V 

Falcon Northwest Computer Systems 
800-258-6778 

www.falcon-nw.com 


Price: $3,995 for Ultra-Wide SCSI, $3,195 for IDE 


ViewSonic G810 
ViewSonic Corp. 
800-888-8583 
www.viewsonic.com 

Street Price: $1,495 


NIKGITA AN 


Micron 4 ‘ 
Millennia = . — 


RATING: B+ 

t’s happened again: My expensive high-end 

computer is obsolete. It’s hard to escape the 

fact that you’re always trying to catch up 
with the latest “thing.” Just a few, short 
months ago, a Pentium 200MHz was consid- 
ered top-of-the-line, and owning one would 
have had everyone on your street burning 
with jealousy. Then up pops this MMX thing, ee 
and my P200 is suddenly falling behind new : ey: 
models like this Micron Millennia MXE sitting —_ abel 
on my desk. Ts 

Though Micron builds to order, it also 
has a number of standard configurations 


geared toward gaming: a 200MHz MMX Micron’s MXE is a solid performer, but it’s not cheap. 


processor, 32MB of EDO RAM, 3.1GB hard Windows 95, so if you quit to DOS you'll 
drive, 16X CD-ROM drive, Sound Blaster find you can’t access the CD-ROM drive or use reasonably close behind the Falcon. Not surpris- 
AWE32 sound card, Diamond Stealth 3D 2000 the mouse. For a novice computer user, this could ingly, the MXE is priced in Falcon country as well, 
video card, and a Diamond Monster 3D card. be a deal breaker. Even worse, the DOS driver for at $3,323 with monitor. (Micron Electronics; 800- 
These components just scream games. I couldn’t CD-ROM support is in the AUTOEXEC.BAT file, 438-3343: www.micronpc.com)—Christopher Tou 
wait to get this baby running. but its been remarked (REM) out so it won’t be 

Setting up is a simple matter of pulling every- processed at start-up. Many inexperienced gamers 
thing out of the box and plugging in all of the won’t know how to fix that, and it should have So ny 


cables. A large setup map comes complete with been done for them. V Al oO 
clear, easily understandable diagrams and instruc- Once DOS support was sorted out, the MXE 


tions. Set up done, I rubbed my hands together turned in respectable performance benchmarks. PCV. 4 20 


with glee in anticipation of playing some games. Out of the three 200MHz Pentiums reviewed here, 
Micron throws in a generous amount of software, it posted the second-highest CPU score, and was RATING: B 
including the MMX-enabled game Pod. I didn’t ony’s launch into the PC 


even have to wait for the installation, as the game market has generally been 


aay 
came pre-installed and pre-configured. All I had to oH OW FA ST 1 S 1T? well-thought-out and well- 
do was slide the CD in and let Autoplay take care CC  —————— §= presented. At a time when CPU 


of ine rest. Pana the game played great, and Processor Score: 134 paws is a key enmupaneak in 

alleviated my biggest fear, a letdown. playing today’s games with all 
Next, I installed Quake. Keeping in mind 

that the Diamond Monster 3D card is based on a 

3Dfx Voodoo chipset, I also loaded up GLQuake. 


Wow, was that an eye opener! You ain’t played 


their bells and whistles on, a 


Video Score: 


P200 is certainly the way to look. 


) wR Di. *, 
Hard Drive Score: 143 The PCV-120 offers a fine all 


around MMX machine for the 
Quake until you’ve played with the transparent- multimedia family. That is, it’s 


water setting on. *PC Games Labs uses a standard Acer 200MHz not the choice of the hardened 
Pentium as a baseline system for comparison, 
with baseline benchmarks of 100 in processor, 
consumer “game” systems, and Micron is no video, and hard-drive categories. Computer bill the PCV-120 as a game 


exception, is the total avoidance of DOS drivers. systems are compared using WinBench 97. machine, but at $2,299 without 


The MXE is configured solely for play in 


One thing that’s still bothersome about most gamer. In fairness, Sony doesn’t 


a monitor, the question to be 
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answered is whether this P200 is the best place 3 GAM eS 


to start in building a game system. | 4 HO VV/ FA S T IS 17? Daily News 
On the plus side, this machine’s range of Down loads 


software, the inherent speed of the Intel P200, 


and 32MB RAM are a good starting point. But Processor Score: 126 SI imu lations 
for gamers, the built-in 2MB ATI Rage 3D, while 


5 te) b) 
i , 1 . a 
fairly substantial at a casual glance, is not a top Video Score: ALL GENRES: 


Action/ 
bb Adventure 


Strategy 


choice in gaming graphics hardware. Because 


video-processing power is so key in today’s PC Hard Drive Score: 
retail market, the fact that this card 1s underpow- 


ered, poorly supported, and irritating to configure 


*PC Games Labs uses a standard Acer 200MHz 

for many games makes it difficult to recommend Pentium as a baseline system for comparison, REG. 

the PCV-120. with baseline benchmarks of 100 in processor, % orts 
video, and hard-drive categories. Computer ae 


In addition, the standard-issue 15-inch systems are compared using WinBench 97. 


Multipl 
monitor (complete with built-in speakers) aA aps ayer 
certainly looks the part of the cutting-edge AND MUCH MORE 


home PC, but a viewing area of less than 14 


inches doesn’t do full justice to the quality of the — on the same monitor, so if you are in the market 


25 dot pitch. Sony now has a 17-inch variation for a PCV-120, look for it. As for the monitor- 
mounted speakers, they are a little light DOZENS OF GAMING 
Troublesome 3D video holds the PCV-120 back. | | FORUMS, INCLUDING 


weight and lack a great bass line, but 


provide solid surround sound. 

The rest of the PCV-120 package 1s 
excellent. A hefty 3.8GB hard drive is am- 
ple, and the overall focus of the machine— 
including the 33.6 modem, productivity 
software suite, and videophone—makes it 
an attractive addition to the upwardly mo- 
bile family. But compared to the other Downloads e Ch at 
MMxX P200s evaluated here, the Sony 
scored close, but trailed behind in the all- 
important CPU and video benchmarks that 
are critical to gamers. 


Sony has put together a solid all- 


around package that could use a bit of 0) Ny i ODAY 
extra pump and fewer bells and whistles 
per dollars spent; it comes up just short 
attract the genuine, passionate gamer. 1 888: $28. Sol 
Adding enhanced 32-bit sound and better and you'll get Free Software 


3D graphics acceleration would have % 
| de and 10 Free Hours*! 
tipped the balance more in its favor. 


(Sony Electronics: www. sony.com/pe; *Subsequent Months: $9.95 with 5 free hours per month. 
ad sca : ? Additional hours $2.95 each. Some additional charges may apply. 
800-476-6972) —Rob Smith 
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in the critical categories necessary to 


ECHNOBABBLE 


onitors Big & Small 


The KD-1750 
ranks with the 


KD-1750 
RATING: A. 


O, you’re in the market for a new monitor 

that’s easy to stare at for hours of multiplayer 

Quake? You want a monitor with a non-glar- 
ing flat screen that gives crisp color. You want a 
monitor that’s a snap to install without any brain- 
racking configurations, which eat up time that 
could be spent playing Interstate ’76. Well then, 
drop this magazine (after reading it thoroughly, 
of course) and check out the 17-inch Visual 
Sensations KD-1750. 

This product was a pure blessing when it en- 
tered my office. See, my job requires me to stare at 
a monitor all day long, and of course, my corneas 
would be killing me by the end of the day with my 
old screen. Since “the arrival,” I haven’t had to 
push my eyeballs back into their sockets once— 
honest! And the installation couldn’t be any easier, 
because the KD really is a Win 95 plug-and- 
play-compatible monitor. 
Installation was as involved 


Hey, 


no buttons! 


as connecting a few simple 
cables—it’s that easy. When | 
fired up my system, the quality 
of color and detail were, in a 
word, outstanding. The colors 
were brighter and text didn’t 
bleed or appear fuzzy. This 
monitor is pure butter. 
Add in features such as bos 
Energy Star conservation 
and VESA high-resolution 
standards, a non-glaring 


likes of NEC 
and Sony. 


flat-screen, a maximum resolution of 1600-by- 
1200, low radiation emissions, and the addition of 
RGB inputs, and the KD-1750 is very competitive 
when viewed against other 17-inch monitors. 

What about price? Equally competitive. The 
KD-1750 has a suggested list price of $753, which 
is comparable to the likes of Sony and NEC, but 
still higher than Mag or Optiquest. 

All in all, because of its overall ease and quality, 
this is a monitor I’d recommend to my mother. 
That 1s, if she liked computers at all. Since she 
doesn’t, I’ll recommend it to you. Now that I’m 
finished writing about it, I’m going to get back to 
staring at a little game of MDK! (KDS; 800-283- 


1311; www.kdsusa.com) —Jloe McCloud 


MAG DJ702 
RATING BO 


ou first glance at the Mag Innovision DJ702 

and think to yourself, “What’s missing here?” 

There’s a box, a screen, a stand—and then 
you put your finger on it: There don’t seem to be 
any controls. No dimmer, no vertical adjust, no 
horizontal adjust, not a single button anywhere 
on the monitor! 

Don’t panic—there may not be any buttons, but 
there is a dial. And it’s all you need. The monitor is 
controlled entirely through a single pushable dial 
below the screen. You push it to summon the on- 
screen menu, and then navigate the control menus 
by turning the combination-style dial. Contrast, 
brightness, shape, rotation, zooming, degaussing— 
it’s all handled from the onscreen menu, with addi- 
tional pushes of the dial to 
select your preferences. No 
button pushing. No squinting 
at the tiny engraved legends 
under tiny, identical buttons. 

A child could learn it in five 
seconds, and I mean that as a 
high compliment. 

During the last several years 
fe Mag has built a reputation for 
producing high-quality monitors 

and selling them at a low, low 
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SPOTLIGHT 


alia 


Bigger isn’t always better. 


price. The DJ702 is no exception. The 17-inch 
screen is flat and delivers a sharp image—not as 
good as a Sony 200sf, but pretty darn close. Colors 
are a bit muted compared to the Optiquest V775, 
but still very pleasing. Reasonably priced at $650, 
this is a monitor to consider. (Mag; 800-827-3998; 
—Daniel Morris 


NEC E1100 
RATING: C+ 


Ithough some will consider the following 


Wwww.Maginnovision.com) 


position heresy, 20-inch and 21-inch monitors 
are too expensive for the masses and shouldn’t 
be the object of gamer lust. But if you can’t 
be convinced that a 17-inch monitor is the best 
all-around choice for game-image quality and 
affordability, you could do a lot worse than NEC’s 
E1100 21-inch monitor. 

At $1,599 on the street, this NEC is right in the 
middle of the big-screen price range. Not surpris- 
ingly, the E1100’s performance is middle-of-the- 
road as well. Thanks to a .28 dot pitch and a flat 
CRT, onscreen images don’t degrade out to the 
edges. But unfortunately, even at optimum refresh 
rates, 1024-by-768 SVGA is still quite fuzzy 
compared to 17-inch monitors. At 800-by-600, 
clarity increases, but everything else on the screen 
is a little too big for comfort. 

Still, if you want to have a lot of stuff on 
your Windows 95 screen, or want Quake oppo- 
nents to appear life-size, the E1100’s 19.5-inch 
viewable area will be attractive. Just make sure 
you have room on your desk for it—this baby is 
a monster. (NEC Technologies; 714-457-0777; 


www.nectech.com) —George T: Chronis 


Optiquest 
W775 
RATING: A 


on’t let ViewSonic’s own PR fool you: 
Optiquest may be the company’s “value line,” 
but the 17-inch V775 is no cheapie monitor. In 


fact, it’s one of the best buys in its class. True, the 


V775’s tube is slightly curved, while the tubes in the 


17-inch Sony CPD-220VS and Panasonic 17-inch 
Panaflat are flat as a board, but the clarity and the 
color depth of the V775’s .26mm dot-pitch display 
are exceptional. 

Chalk it up to personal bias, but a glossy 
clear-coat and super-sharp images are what set 
a monitor apart in this reviewer’s eyes. Don’t get 
me wrong— I love the sharpness of the Sony, 
but the anti-glare, slightly matte finish isn’t as 
appealing as the glossy coating on the V77S for 
color saturation and clarity. Even more impressive, 
images displayed on the Optiquest are 
sharp up and into the edges, despite the 
slight curvature. 

Considering its display prowess, the 
V775 is a fantastic value at a street price 
of around $600. But there’s more to like. 

The 16-inch viewable area 1s housed in an 
attractive white casing of high-quality man- 
ufacture that takes up very little desk space. 
Image controls are extensive, but we have 
to commend the configuration for minimiz- 
ing the number of buttons and knobs that 
make the prospect of adjusting some other 
monitors a daunting task. In keeping with 
the rest of these virtues, Windows 95 liked 
the V775 at first pass, so installation and setup 
took all of five minutes to complete. 

ViewSonic got it right with this Optiquest; that’s 
why you'll find it in our Hardware Hall of Fame 
later in this section. If you’re in the market for a 
17-inch monitor, check it out. (ViewSonic Corp.; 
800-888-8583; www.viewsonic.com) 


—George T. Chronis 


Optiquest 
Q100 
RATING: BO 


iewsonic positions the Q100 as an “affordable 


large-screen monitor for mainstream graphics, 

non-linear editing (say what?), and computer- 
aided design and multi-tasking business applica- 
tions.” Snooze. Fortunately, we ignored this 
positioning and threw some “real” applications at 
the Q100: games. 

While not as stunning as its .25 pitch, 21-inch, 
$1,500 G810 cousin at handling GLQuake in a 
network fragfest (see story, page 203), the Q100 
still impresses. Picture clarity is crisp—including 
edges and corners—and color 
reproduction and screen- 
refresh rates are remarkable 
(8OHz at 1,280-by-1,024 reso- 
lution). In addition to Quake, 
the Q100 proved quite adept 
at handling games such as 
Comanche 3 and Jack 
Nicklaus Golf 4 in fine style. 

The Q100 also scores highly in the user-friend- 
liness department, taking a grand total of about 


five minutes to get going out of the box. If the unit 


OF Timea 


has a downside, it’s the curved screen, which pre- 
sents a slight fish-bowl effect (the G810 has a flat 
screen). It also carries a lofty price tag of around 
$1,000 on the street. This certainly isn’t cheap, but 
if you’re looking for a nice compromise between a 
quality 17-inch and top-of-the-line 20-inch display, 
the Q100 is a solid choice. (Viewsonic Corp.; 800- 


888-8583; www.viewsonic.com) —Steve Klett 
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Toshiba 
XNM-5702 & 
XNI-5701 


Toshiba 


year ago, an 8X CD-ROM drive 

was cutting-edge enough to cost you 

nearly $200. If you bought one then, 
don’t read further, because you’re going to 
be upset about what Toshiba has done. 

Okay, you were warned. 

Maybe it’s because DVD-ROM is upon us and 
drive-makers expect consumer interest in older 
technology to plummet, but severely fast CD-ROM 
drives can be had for a pittance today. Toshiba is 
right on top of this wave with its XM-5702 12X 
IDE and XM-5701 15X SCSI-2 disc spinners. How 
cheap? The SCSI model has already been adver- 
tised for around $150, the IDE unit for $120. 

Both of the Toshiba drives are no-nonsense solid 
performers, with only a standard-size, tray-open 
button and headphone volume control on the front. 
The IDE model can move data as fast as 13.3MB 
per second under ideal conditions, while the SCSI 


CATEGORY PRODUCT 


PC 


Monitor 


OF FAME 


Wondering what 
hardware to buy to 
get the best game ma- 
chine for your money? 
It's easy: just check 
PC Games’ running list 
of our top hardware 
recommendations. 
Each month, we'll 
update the Hall of 
Fame as we review 
new products. 


Sound card 
Speakers 
Joystick 


Gamepad 


Modem 


Key add-on 


5702 RATING: B+ 


5701 RATING: A- 


CD-ROM drive 


Graphics card 


is at the forefront of fast CD-ROM drives. 


= Saas 


versions can push 10MB per second. The SCSI 


spinner can access data more swiftly, however. 

After several months of use, both the XM-5702 
and XM-5701 have operated flawlessly. Their 
simplicity and reliability is why you’ll find both 
units as standard equipment in Falcon’s IDE 
and SCSI Mach V systems. 

My only two gripes are minor ones. First, 
neither CD-ROM drive comes with the audio cable 
necessary to connect it to a sound card. That’s not 
a problem if you have no intention of playing 
audio CDs—you’ll never miss it. However, both 
Toshiba drives use a non-standard plug into the 


back of the unit, so you can’t reuse the cable from 


Falcon Mach V 


DETAILS 


SPOTLIGHT 


a previous drive; your only 
option is to buy the cable sepa- 
rately from Toshiba. That’s a 
small slight, but meaning- 
ful when CD-ROM 
drives from the likes 
of Pioneer and HiVal 
include a cable and 
more users are turn- 
ing their PCs into second 

stereos. This second gripe 

is very minor, but persistent: 
When the 15X SCSI gets turnin’ at full speed, it 
can make quite a racket. If you have a metal case 
that amplifies sound, the extra noise may detract 
from your gaming experience. 

The reason the SCSI gets a higher grade is 
that SCSI components usually command a much 
higher premium compared to IDE units. Put 
simply, this is a screaming-fast SCSI component 
that would normally cost double the price, mak- 
ing it an excellent value. The IDE drive, good 
as it 1S, is already threatened in the speed race 
from a new 24X drive from Panasonic. No rest 
for the wicked... (Toshiba; 714-457-0777; 


www.toshiba.com) —George T: Chronis 


OUR RATING 


Falcon Northwest: A 


800-258-6778; approx. $4,000 


Optiquest V775 17-inch 


ViewSonic; A 


800-888-8583; approx. $600 


XM5702 12-speed 


Toshiba; 


714-457-0777; approx. $120 


AWE32 


Creative Labs; 


800-998-5227; $129 


ACS55 Power Gaming System 


Altec Lansing; 


800-258-3288; approx. $150 


F-16 Combatstick 


CH Products; 


619-598-2518; $70 


SideWinder Gamepad 
SupraExpress 336i SP 


Microsoft; 206-882-8080; $39 


Diamond; 


800-727-8772; approx. $125 


Stealth 3D 3000 


Diamond; 


800-727-8772; approx. $160 


Monster 3D 


Diamond; 


800-727-8772; approx. $180 
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Shockingly detailed, high frame-rate 
3D graphics. World-class Windows performance. 
Rendition’s Vérite chipset makes Total3D™ a no 
compromise, no sacrifice, 3D and 2D graphics 

solution. 


THE CANOPUS DIFFERENCE 


WinBench 97 1024x768x16 bit 
Canopus 
Total3D™ 


Creative 3D 
Blaster PCI 


Total3D creates a totally immersive 3D 3 
experience. The VR glasses transform your flat 
monitor into a truly three-dimensional world. 
Spatializer® 3D stereo expands your ordinary 
speakers and sound card into a surround sound 
system. You won't believe your eyes, or your ears. 


Intergraph 
Reactor 


5 


41 42 43 44 45 46 47 48 49 50 


Optimized Windows drivers and superior board 
design make Total3D the fastest Verite board. 


sor 
“ canopus 
Also included are four of the hottest t* 
game titles: Quake,” IndyCar Racing Il," Descent Il: : 
Destination Quartzon™ 3D and Whiplash™ 3D. All Toll-free: 888-868-2533 
specially designed to run accelerated on Total3D. www.total3d.com 


Copyright 1997 Canopus Corporation, 2010 N. First Street, Suite 510, San Jose, CA 95131-2040. All trade names referenced are the trademarks, service marks, or registered 
trademarks of their respective holders. WinBench 97 Business Graphics WinMark tests conducted on a Dell Dimension XPS 200s with 32MB of SDRAM and 512 KB of pipeline 
burst cache at a vertical refresh rate of 75 Hz. Total3D, Reactor, and 3D Blaster PCI were tested using driver versions 1.1, 04.03.11.13 and 2.01 respectively. 


—Next Generation Magazine 


—hoot Magazine 


—FamilyPC Magazine 


TECRNOBABBUE 


I purchased EarthSiege 2 a while back, and 
[eo it ran very well on my other system under 
Windows 95. I now have a Pentium 90 with 16MB 
of RAM. Unfortunately, when I’m running the game 
under Windows 95, I get an error message that 
refers to an invalid page fault and an exception 
error. Can you explain this? 

M. Mead 
San Francisco, CA 


The message indicates a Windows error 
rather than an EarthSiege error—but that 
doesn’t mean that EarthSiege isn’t some- 
how involved. Because the problem 
apparently only occurs when you 
try to run EarthSiege, it means that 
there is some sort of communica- 
tion problem between Windows 
95 and the game. 

The first thing to try— 
because it’s the easiest—is to 
make sure you're not running 
any other applications when you 
try to run EarthSiege. Turn off any 
programs that might be autoloading 
when you boot Windows just to make 
sure they’re not causing the problem. j 
you still get the error message, there are’ 
several other steps you can take. 

Start by making sure you've got all the 
latest Windows drivers, including those for 
your sound, video, and CD-ROM drive. Next, 
optimize your CD drive’s caching. To do so, 
you first have to know whether you're using 
protected-mode or real-mode drivers. Go to the 
Control Panel and double-click on the System 
icon, then select the Device Manager tab. If you 
see a branch on the tree for your CD-ROM, you 
know you're using protected-mode drivers. If 
that’s the case, click on the Performance tab, then 
the File System button, and then on the CD-ROM 
tab. Select the appropriate speed for your CD 
drive, keeping in mind that choosing a speed 
higher than your drive rating won't improve 
performance. Finally, move the supplemental 
cache slider all the way to the right. 

If you’re using real-mode drivers, click on the 
Performance tab, then File System. Then select 
“No read-ahead” in the Optimize Access Pattern 
box. There are two other things you'll want to do. 
First, make sure your hard drive has enough free 


space. If you’re down to 10MB or less, you should 
free up more. Finally, run ScanDisk or another disk 
utility to make sure you don’t have any problems 
with your drive. 


I recently purchased a Diamond 64 3D Stealth 
[e Video card. This purchase has caused me by 
far the most aggravation since I’ve started installing 
cards on my PC. After installation, I immediately had 
a conflict. My speakers had a constant tone on them 


and Windows wouldn’t shut down unless I did a cold 
boot. It turns out that my conflict was with the exist- 
ing graphics adapter on my motherboard. 

Now, you might say, “Just disable it.” That was 
what I tried to do, but with no success. I’m running 
Win 95, and whenever I would go into the Control 
Panel and into System to delete it, Win 95 would just 
recognize the graphics adapter on the motherboard 
after rebooting and automatically reinstall it. I talked 
with the tech-support people at Diamond, and all 
they could tell me is that they are working with 
Microsoft to develop a program that will disable the 
auto-detection of my hardware by Win 95. Needless 
to say, I’ve returned the card. I’ve thought of buying 
a competing card. Will I have the same problem? 
James Dunscombe 
Via e-mail 
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EarthSiege errors? 
Problems with your disc 
drive? You ask, we'll 
answe?r... 


By Patrick Marshall 


A different graphics adapter won't help you 


solve this problem. Fact is, it’s your mother- 
board that isn’t doing its job. If a computer-maker 
is going to put graphics support on the mother- 
board, it’s their responsibility to give you a way to 
turn it off. The best motherboards will automati- 
cally switch off onboard graphics when you insert 
a graphics adapter into a slot. Those motherboards 
that can't generally offer one of two methods for 
doing so—either by accessing the BIOS setup 
utility or by setting jumpers on the motherboard. 
Check your system manual for the 
appropriate method. If your motherboard 
doesn't offer either method of shutting 
off the onboard graphics adapter, call 
the manufacturer to see if there is an up- 
dated BIOS available that will do the job. If 


not, it’s time to buy a different motherboard. 


l’ve got a 486/33SX and a double-speed 
CD-ROM drive. When I first bought my 


| computer the CD drive worked perfectly, but re- 


cently it gives me error messages and it can’t read 
j the CD. What can I do? 


Abel Villanueva 
Via e-mail 


It would be a lot easier to diagnose your 


you're getting, but I'll run through a short list of 


problem if you told me what error messages 


things you should check before chucking the drive 
and getting a new one. Make sure the CD is clean 
and check to see that the drive doesn’t have a 
buildup of dust in it. Try blowing compressed air 
into the drive to clean it. Check the cabling 
between your CD drive and the computer to make 
sure it’s tight. If you have any doubts about the 
cable itself, replace it. Reinstall the CD drivers. If 
you try all of these steps and still have the problem, 
it’s time to go shopping for a new drive. Take solace 
in the fact that you can now buy a 12X drive for 


about the same price as your old 2X drive. 


TACTICAL LUARHEAD, CIRCA 1250 A.D. 


CULARLORDS 111- REIGN OF HEROES 


THIS SUMMER WILUACL.WARLORDSS.COM 


©1997 Broderbund Software, inc. Warlords !) Reign of Heroes is a registered trademark cf Broderbund Software, Inc. Ail Rights Reserved. 


ea 
Hien 


Histone nies 
i 
iG 


Sanat Petes c x) pena 

ipl Wht aaa aah apg Ha 

vai Hin} is ater/el elit aerst a 
ii 


ete 


a 
Ha 
Nie 


aa 
EAN 
a) 
aD 

sea 


Aan ipa 


i 


iy rea ii 
Rg 


mien 
Ht 
MI 


Se aan E 
Te Sa 
i i 


FSI EOLA Fe 


ie, MANE WR ones 


(Renenclten Lreupdinetes at 


LiL 


pentium’ 


AOC 8B SOR 


on-Fri 8am-12midnigh ae : “ 7 — ; om in 
Sat 9am-8pm 
Sun 10am-6pm 


1-800-735-0486 
Visit our Web Site at: www.microx.com 
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Gamer’s Deluxe 


7 Bay ATX Mid Tower 
16MB Fast EDO RAM | 


2.5GB Ultra ATA Hard 
Drive 


512KB Pipeline Burst 
Cache 


@ Intel 430TX Chipset 


& Canopus Total 3D Video 
w/3D Glasses + 4 Games 


& 33.6 Fax/Data/Voice/TAD 
Modem 


@ 16x EIDE CD ROM 


@ 32 Bit Wave Table 
Ensoniq Sound Card 


& 17" SVGA NI .28DP 
Monitor 


& Micro X Accessory 
Bundle 


& Micro X Software Bundle 
& Windows 95 


& Thrustmaster X-Fighter 
Joystick 


PSMMX-200 
5MMX-233 


CAR AV . ; ‘ All prices subject to change without notice. RMA number required on all returns. RMAs shipped prepaid. 
SAME DAY gers ; . 

as Shipping not refundable. Not responsible for typographical errors. Government, educational and corporate 
SHIP PING PO's accepted. All registered and unregistered trademarks are the sole property of their respective 
companies. (c) July, 1997 Micro X, 6230 Cochran Rd., Solon, OH 44139. 
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MicroWorks 

iS Our new high- 
power multimedia 
Speaker system: 
$349.99, 


ee ee Bee ey ice all add 


“The Only f 


Youll Ever Need”....... 


That's what PC Magazine says about our MicroWorks “amplified 
speaker system. We have the most complete line of high-performance 
multimedia speakers - all at factory-direct prices (starting at $219.99). 
Again, PC Magazine says we're a “best buy” and have given us their 
Editors’ Choice Award. Call, or visit our web site at www.hifi.com. 


Free Catalog: 1-800-FOR-HIFI 
® 
SOUNDWORKS 


Critically Acclaimed. Factory-Direct. 


311 Needham Street, Suite 444, Newton, MA 02164 
Tel: 1-800-367-4434 Fax: 617-332-9229 Canada: 1-800-525-4434 Outside U.S. or Canada: 617-332-5936 
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sLOOKING FOR A’GREATER CHALLENGE? | 


~ THE GAUNTLET HAS BEEN THROWN DOWN! 


1G PLAYERS 


? 
os 


QUICKLY. 


R&G GAMES 


168 Dr. Glondale Hts, IL 60139 
We Buy & Sell New & Used {8M Games ¢ Hintbooks Top Dollar paid for newer 


games. Check or 10% more for credit usualy processed in just 1-2 days. Call or fax for 
prices to sell before sanding your games. Many more games in stock call for prices: 


Used Titles Hardball § CD $Z3 Stonekeep CD $26 
7h Guest CD $19 Hexen CD $26 Strife CD $25 
Aagis CD $18 Herelic CD $21 Syndicale Wars CD $26 
Age of Riles $29 The Hive CD $13 SU 27 Flanker CD $23 
Angel Devoid CD $21 Hyper 3D Pinball CO $29 TFXCD $18 
Apache CD $22 lon Helix CD 318 Terra Nove CD $22 
Archimedian DynastyCD $23 Lighthouse CD $28 This Means War CD $15 
Battleship CD 325 Lords of the Realm CD $33 Time Commando CD $26 
Sioforge CD 318 Magic Carpet 2 CD $18 Top Gun CD $26 
Caesar 2 CD $26 Madden 97 CD $29 Tomin's Passage CD $26 
Civilization 2 CD $28 Master of Orion 2 CD $33 Triple Play 97 CD $29 
Comandé $26 Machwanior 2 CD $26 Under Killing Moon CD $22 
C&CCovertOpsCD $15 Mission Crifical CD $18 US Navy Fighter CD $18 
Conqueror 1086AD $22 Nascar Racing CD $24 US Naw Fighters $7CD $30 
Conquest NewWodd CD $22 Noed for Speed CD $20 USS Ticonderoga CD $18 
CrusaderNoRemeorse $22 Nemesis CD $29 Virtual Pool CD $20 
Crusader No Regret CO $26 NHL 96 CD $21 Warcraft 2 CD $29 
Cybermage CD $14 NHL $7 CD $29 Witchaven CD $18 
Cybarstorm CO $16 NHL Powerplay 96 CD 318 WingCommanierd CD $29 
OCD 526 Pandora's Directive CD $32 X-Wing Collector CD 323 
Deadlock CD $26 Perfect General 2 CD $22 ZCD $26 
Descent CD $20 Phantasmagoria CD $19 Zork Nemesis CD $27 
The Dig CD $22 Phantasmagoria 2 CD $33 New Tittes 

Dragon Lore CD $12 Police Quest 5 CD $26 Aftuilife CD $33 
EF 2000 CD $20 Quest for Glory 4 $18 Com & Congur RedAlert CD $39 
Exploration CD $18 Rebel Assault 2 CD $22 CrusaderNoRegetCD $39 
Fade fo Black CD $13 R&R AncentEmpireCD $25 Diablo CD $39 
Fantasy General CD $23 Silent Hunter CD- $29 Final Doom CD $35 
Front Page Footbal 96 $22 Silent Thunder CD $27 Jet fighter 3 CD $39 
Front Page Footbal 97 $29 Spacabucks CD $26 Privateer 2 CD $39 
FX Fighter CD $13 Space Quest 6 CD $26 Road Rash CD $39 
Gabriel Knight 2 CD $29 Spycraft CD $26 Tomb Raider CD $39 
Gene Wars CD $18 Star Trail CD $22 USNF 97 CD $39 


Call 8 1-800-525-GAME Canada 630-980-9995 Fax 630-980-9006 Email rggamesttaal com 
Yam-9pm Mon-Fri Central Time Free UPS SHIPPING with purchase of $75 or more 
Visit us on the Intamet: http./members. aol.comRGGAME SAindex him! 


” Bote Tine COs cscs DicowactCaahier CheckiMtcowy Order accepted 
games original boxes, CD's 8 manusis (NO COPIES} condition, complete scratch 
tne. Acy unnecoplabte Games wil be reuned al your expense $3 ups per bos Prin ¢ Subject to change. 


Software Source 


3003 South 83rd Street * Omaha, NE 68124 i 2 “ag 
\ | \V / L sz of EA : 
Z Phone 402-398-0223 Fax 402-398-0928 wr Gr ws 
. a | s ~ ow ALSO BUY {Vv \\ \N 
“Receive Cash in 24 Hours for Used Games = Sipe nega ory 
CREDIT CARD ORDERS CALL NOW . oe 
Wy) AN 


CHECK OUT OUR GREAT SELECTION INSIDE GAME DOCTORS STORES - OMAHA 


402-398-0223 


Receive 15% More in Credit Now 
TITLE WESELL USED/WE BUY TITLE WESELL USED/WE BUY 


11th Hour 17.00/6.00 1A2 29.00/13.00 
1942 Pacific Air War = 24.00/10.00 Acch 2 Mercenaries —-24.00/10.00 
Age of Rifles 24.00/10.00 Need 4 Speed 2 29.00/14.00 
Age of Sail 24.00/10.00 Myst 15.00/5.00 
A-102 22.00/8.00 Myst 2 33.00/14.00 
Allicd General 18.00/6.00 NASCAR 19.00/7.00 
Betrayal in Antara 29.00/15.00 NASCAR 2 28.00/13.00 
Bad Mojo | 19.95/6.00 NBA Live 97 26.00/12.00 
Beast Within 18.00/7.00 Need 4 Speed 19.00/7.00 
Close Combat 18.00/7.00 NHL 97 26.00/12.00 
Civilization 2 28.00/12.00 Pandora Directive 25.00/11.00 
Colonization 14.95/5.00 Panzer General 15.00/5.00 
C and Cong Red Alert = 29.00/14.00 Phantasmagoria 2 28.00/12.00 
Diablo 29.00/16.00 Pirates Gold 15.00/5.00 
D 15.00/5.00 Privateer 2 27.00/12.00 
Dag gerfall 28.00/13.00 uake 28.00/13.00 
Dark Forces 2 33.00/18.00 eturn to Krondor 29.95/13.00 
Deathkeep 16.00/6.00 Rebellion/Star Wars 33.00/18.00 
Doom 2 12.00/5.00 Shivers 2 25.00/12.00 
Duke 3D 19.00/7.00 Sim city 2000 19.95/7.00 
Duke 3D Atomic 24.00/11.00 — Starcraft 32.00/16.00 
Dune 2 13.00/4.00 Star Control 3 23.00/9.00 
EF 2000 18.00/7.00 Steel Panthers 2 28.00/11.00 
i 24.00/10.00 Star Trek Star Fleet 29,(00/15.00 
F22 Lighting 2 29.00/13.00 Stonekeep 16.00/6.00 
Full Throttle 15.00/5.00 SU27 Flanker 19.75/7.00 
Grand Prix 2 23.00/10.00 TFX 3 : 24.00/10.00 
Heros M&Magic 2 29.00/15.00 Tie Fighter Collection 19.95/7.00 
Indy Car 2 27.00/12.00 Tomb Raider 28.00/13.00 
Janes ATF 26.00/11.00 Trophy Bass 2 24.00/10.00 
AH-64D Longbow 24.00/10.00 Warcraft 2 25.00/10.00 
John Madden 97 23.00/10.00 X Wing Vs. Tie Fir 33.00/16.00 
Jetfighter 3 26.00/11.00 X Com Terror 21.00/7.00 
Links LS 28.00/16.00 Wing Comm 4 23.00/9.00 
Master of Onion 2 28.00/12.00 = XCOM :Apocalypse — 32.00/15.00 


THOUSANDS OF OTHER TITLES CALL NOW! 
TO BUY: Please fill out your order on a regular piece of paper, include any previous or 
current credit. total shipping charges, and method of payment. We accept check/money 
orders/credit cards. Please send Telephone number. 
TO SELL: Please fill out a list of the games you are sending, all games must include 
orginal retail box. all packing and original instructions. Send to above address. All 
defective or unboxed games will be returned at customer's expense. Please include your 
telephone number when buying or selling. 
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ALL PRICES GOOD THROUGH JULY 30TH 1997 


PHONE # 


www.3dfx.com 


800-800-4880 
800-245-7744 


— 800-245-7744 


800-477-3650 
800-477-3650 


800-477-3650 


_ Broderbund Software 
Broderbund Software 


800-477-3650 
800-477-3650 
800-477-3650 
800-663-8558 
905-882-2600 
888-438-2556 


800-933-2983 _ 
800-521-6263 © 


800-521-6263 
800-521-6263 
800-367-4434 
888-868-2533 
619-598-2518 
516-562-5000 


800-337-6689 


800-998-1000 


800-762-2189 
800-762-2189 


- 800-762-2189 


800-877-5772 


300-245-4525 


800-258-6778 


303-678-0439 


800-580-4723 
800-610-4847 
800-610-4847 
800-610-4847 
800-610-4847 
800-610-4847 
800-322-8866 
817-424-5638 
800-789-1534 
800-789-1534 
800-763-0242 
800-468-3775 


PRODUCT 
Voodoo 

Links 

Jack Nicklaus 4 


~ Dark Reign 


Hexen Il 

Heavy Gear 

1-76 

Twinsen’s Odyssey 
Zork: Grand Inquisitor 
Fighter Squadron 
Kick Butt 

ATI Rage Pro 


— Time Warriors 


Extreme Assault 
Riven 

Tone Rebellion © 
Warlords III 
MicroWorks 
Total 3D 

Force FX 
Gamepower 

ISP 

AWE64 

Disc. Channel Games 


Byzantine: The Betrayal 


Evolution 

Game Vision 
Jane's Combat Sim 
Mach V 

GamePro Sub. 
F/A-18 Hornet 3.0 
Unreal 

Total Annihilator 
Shadow Warrior 
Blood 

Rebel Moon Rising 
Software Catalog 
Planetary Raiders 
iF-22 Raptor — 
Creatures 

Intense 3D 
Carmageddon 


20-21 
162-163 
130 
212-213 
22 
52-53 
78 

214 
28-29 

9 

32-33 
139 
164-165 
102-103 
122 
148-149 
214 
62-63 
104 

125 
10-11 
128-129 
214 

115 

31 


96-97 
158 
168-169 
137 

87 

153 
154-155 
130 


ADVERTISER 


Interplay 

Interplay 

Kali 

Looking Glass 
LucasArts 
LucasArts 
MacSoft 

Micro X 

Microsoft 
Microsoft 
Mindscape 

Multi Service 

NEC 

New World Computing 
Playmates 
Playmates 
Playmates 
Psygnosis 
Psygnosis 
Psygnosis 

R&G Games 
SegaSoft 

SegaSoft 

SegaSoft 

Sierra On-Line 
Sierra On-Line 
Software Source 
Spectrum HoloByte 
Spectrum HoloByte 
SSI 

SSI 

SSI 

STB 

Tech. & Infrastructure 
TEN 

THO 

Ubi Soft 

V Communications 
Vic Tokai 
Westwood Studios 
Westwood Studios 
WizardWorks 


PHONE # 


800-468-3775 
800-468-3775 
800-874-4607 
800-782-7927 
800-782-7927 
800-229-2714 
822-735-0486 
800-426-9400 
800-426-9400 
800-234-3088 
913-451-2400 
800-NEC-INFO 
800-325-8898 
714-428-2112 
714-428-2112 
714-428-2112 
800-438-7794 
800-438-7794 
800-438-7794 
800-525-GAME 
888-734-2725 
888-734-2725 
888-734-2725 
800-757-7707 
800-757-7707 
402-398-0223 
800-695-4263 
800-695-4263 
800-601-7529 
800-601-7529 
800-601-7529 
972-234-8750 
800-882-8684 
800-8040-TEN 
818-591-1310 
800-824-7638 
800-648-8266 
310-326-8880 
800-874-4607 
800-874-4607 
612-559-5140 


PRODUCT 


Atomic Bomberman 
Redneck Rampage 
Online Gaming Service 
British Open/Flight Unlimited 
Outlaws 

X-Wing vs. TIE Fighter 
Int. Strat. Guide 

Micro X Computers 
Laguna 3D/Monster Truck 
The Zone 

Creatures 
Gamepad.com 

Power VR 

Heroes of Might & Magic Il 
Meat Puppet 
Duckman 

MDK 

Ecstatica Il 

Thun. Truck Rally 
Form 1/Wipeout XL 
Game Titles 

Heat 

Space Bar 

Space Bar 

Betraual In Antara 
Outpost 2 

Game Titles 

Star Trek 

X-Com: Apocalypse 
Pacific General 
Imperialism 

Panzar General II 
Nitro 3D 

MPG ‘97 

VIP Club 

Pax Imperia 

Pod 

System Commander 
Dark Rift 

Command & Conquer 
Lands of Lore 
Interactive Strategy Guides 


JULIE KNAPP 
National Advertising 
Director 

951 Mariner's Island Blvd., Suite 700 
San Mateo, CA 94404 

Tel: (415) 286-2502 

Fax: (415) 349-5259 


Arlette Goldbach 
Advertising Coordinator 
Tel: (415) 286-2513 


Western United States 
Debbie Burnett 
Western Regional Manager 
Tel: (415) 286-2568 

Fax: (415) 349-5259 


PC Games Marketplace 
Roger Arevalo 
Account Manager 

Tel: (415) 286-2552 

Fax: (415) 349-5259 


List Rentals 
Marcia Newlin 
Tel: (415) 286-2509 
Reprints 
Anthony Garcia 
Tel: (415) 286-2521 


_ This index is provided 
as an additional service. 
The publisher does not 
assume liability for errors 
or omissions due to 
last-minute changes. 


Eastern United States 
Jon Banner 

Eastern Regional Manager 
Tel: (212) 877-2967 

Fax: (212) 877-5267 


Daniel Morris 


“Every man in his lifetime tells but one story.”—E. Scott Fitzgerald 


hat little bit of wisdom certainly seems true of the gaming industry. For 
many gamers, the constant recycling of yesterday’s ideas leaves little else 
to do but blast buddies in deathmatches—story be damned. Others find 


the mindless pursuit of slaughter to be the main appeal of PC games, particu- 


larly when playing online. Assistant Editor Daniel Morris laments this state 
of affairs in crusading bold; Blade’s rebuttals are in chic italics. 


Even in Hollywood, somebody yells, “Where's 
the story?” True, he's shot immediately, but at 
least someone asks the question. Like all 
“serious” gamers, I'm worried. A total lack of 
attention is being paid to strong story in game 
development, particularly in games designed 
for online play. Too many hot games seem 
thrown together as excuses for deathmatches, 
with little time spent conceiving interesting 
plots with engaging social environments and 
immersive game worlds. Do we really have to 
be lobotomized to enjoy online multiplay? 

My dense young friend, you’re missing the 
whole point. Games don’t tell you a story, 
they encourage you to make a story. 
Lobotomized? Far from it! Tell me that 
Quake has suffered for its lack of story 

in the online community. Tell me that any- 
one cares about the “alien scum” in Duke 
matches. Tell me that the European theater 
is really at stake in Red Alert skirmishes. 
No, online games don’t need a story; they create their own stories in the 
folklore of friends who meet and defeat each other online. That’s the 
important story. 

You're not going to hide behind that Masterpiece Theatre bard crap this time, 
bucko. | won't let you sanctify sloppy game development. There's certainly 
nothing wrong with recounting a good mindless fragfest, but games can be 
carried so much further than this, and too few companies seem interested. 
Online gaming—the great frontier of games—opens up tremendous possibilities 
for mutual world-building, interaction, and plot advancement. How many games 
are exploring these possibilities? 

You sound like a politician spouting off about the road not taken. PC 
gaming 1s a business, and game companies succeed by giving gamers what 
gamers want. Game development is powered by the demands of gamers 
themselves—all the Doom and C@C clones are testimony to that. 

They're testimony to the self-fulfilling prophecy that people buy what they are 
familiar with. Let me tell you where you're wrong: Social interaction games 
sell, and sell well. Perhaps you aren't aware of the thousands of MUDs that 
have been addicting gamers for years—and those are just text-only environ- 


Blade. 


Time... 
Who Cares? 


ments. Ultima Online and Meridian 59 are great examples of where online 
gaming needs to go—players working together in a socially interactive 
situation toward the solution of the game's crisis. 


I'll grant that you have a glimmer of an argument there. But all your 
proselytizing about more story development ignores the reality of the greater 
majority of people playing games. Look what happened with Diablo and all 
the grief people endured from the ignorant player-killers, Unless everyone in 
the game environment is role-playing the 
way the game was designed, there are go- 
ing to be people spoiling it who don’t care 
about the story at all. 

How condescending—you should work in 
game development. Designers need to real- 
ize that the “online gamer” is not just some 
cookie-cutter frag addict, but is in fact in- 
terested in playing all types of games over 
the Internet. There's time and room for 
every genre. That's why it's so discouraging 
when | hear developers boast about their 
game's “multiplayer element.” All too often, 
it's simply their shorthand for “you can kill 
somebody over the Net.” 

And the problem with that is? 

For more evolved humans, there's more to 
life and gaming than death alone. MUDs 
have survived as long as they have because 
they offer a creativity and interaction that 
few PC games provide. 

But MUDs are played by true enthusiasts. 
The mass market of fragfest addicts doesn’t give a rat’s ass about the story. 
How do you accommodate both? 

I'm not saying we convert Tommy the Killboy; let him frag all day and night if 
that's what he wants. But the industry is ignoring the rest of the gaming world. 
Eventually, most of us want to relish the filling meal of a strongly developed 
game world after we've nibbled on a fragfest's appetizers. Let's not be satisfied 
with appealing to the lowest common denominator in gaming. 

Now who's being condescending, you elitist twit? Don't belittle what the vast 
majority enjoys and requests more of. It’s not the job of game developers to 
educate the masses in the niceties of the social environment. Perhaps after 
Tommy's had his ass kicked enough times, he'll turn to the more cerebral 
pursuit of fantasy-world politics. I'll give him your number. 

Let the education begin. 


Daniel Morris has actually read The Great Gatsby (once via Cliff’s Notes 
and twice for realsies). 
Blade, not to be outdone, has actually read Plato’s Timaeus, and frankly, 


once was enough, thank you. 
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he new force feedback 


Yodive never felt anything like it. Te new Force 
> Joustick jolts gameplay into the thrill zone. 
Feel the true-to-life vibration of revving 
engines and rough roads. Brace yourself 
for air turbulence or engine stall 

~ buffeting, and hang tough against the 
vector force in a tight tur. Now, fire 
off round and feel it kick back. 
@ Force FX puts the yeehaaahh into 
flight simulations, driving, space 
+ combat and just about any ofher game. 
Your palms will sweat. Your knuckles will 
turn white. You ll swear it's alive. 


‘Check us out on the Web: 
http://www.chproducts.com/ 


one 760 598 2518 © Fax 760 598 2 
merica OnLine: Keyword: CH Products = 
prooucts CompuServe:GoGAMEDPUB == 
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Fast action and stunning realism — 
that’s the promise of new 3D games 
and edutainment software. But if your 
Super Star Fighter jerks along instead 
of zooming and your “terrifying” 
monsters are glaringly pixelated — 
face it. You're not having much fun. 


With an Intergraph Intense 3D 700 
graphics accelerator on your PC, expect 
a fabulous new interactive experience! 


Full version of Rendition Ready” 
IndyCar II", CD-ROM shareware 
version of Rendition Ready Quake", 
and trial versions of Monster 


Truck Madness” and 
Hellbender™ 


apse 


hy 


IndyCar Il with SVGA Graphics IndyCar II with Intense 3D 100 Graphics 


Notice the jagged lines and edges and the flat, dull colors. | Now you're racing! See the detail on the next car. Watch those 

Where's the crowd? What are those blocky things inthe rearview mirrors — that’s real 3D! Notice the crowd in the 

background? Are you really into this race? ’ Stands and the mountains in the background. And how about 
/ that sky! 


if 
ji 


Call 1-800-763-0242 


| 


FY 


i h 
e 
or to order: www.interg raph.com/express. 
faph and the Intergraph logo are registered trademarks and Intense 3P is a trademark of 

graph Corporation. Monster Truck Madness and Hellbender are trademarks of Microsoft Corporation j 

dition Ready is a trademark of Rendition, Inc, IndyCar I is a registered trademark of Pipyrus. Quake 
is a trademark of id Software. Other brands and product names are trademarks of their respective owners 
Copyright 1997 Intergraph Corporation, Huntsville, AL 35894-0001. MC. 970341 / eae é ieee : neha i 
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